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Introduction 


Overview 


THREE R MATH CLASSROOM KIT is a three-part program. This manual accompanies 
the four diskettes in your program package, Before you begin to use the program, take 
a look at the parts of the package and the way they’re connected. 


The first part of the package is the THREE R MATH SYSTEM, for which you have a 
teacher diskette and a separate student diskette, This program has already been 
tested and acclaimed by educators, and both students and teachers have found it easy 
to use. The teacher creates a seven-letter password, one letter representing each 
selectable drill feature, and gives it to the student. The student types in his name 
and the password, and the drill begins. A summary of the results displays at the end 
of the session. The results can also be stored on diskette and later printed out so 
that the student and teacher have a permanent record of the session. The printout 
contains all the problems worked, together with the correct answers, the student’s 
answers, and the times required to work the problems. Ten extra problems also 
appear for more practice, Parents as well as teachers can use the printed summaries 
to help pinpoint the student’s weak points and analyze his progress. 


The second part of the program is the answer to the teacher’s wish that each student 
could get more individual drill time on the computer. It’s a rare school district that 
can provide enough computers for all its students. The THREE R MATH PRACTICE 
WORKSHEETS part of the kit lets you generate custom-tailored worksheets to 
supplement other practice methods. The worksheet program creates practice pages of 
problems without answers, problems with every other answer given, or keys with all 
the answers provided. The easy-to-use prompts make working with this program a 
snap. 


The third part of the kit, THREE R MATH GRADEBOOK, offers a means of keeping 
records for the whole class or for individual students. You simply insert a diskette 
and forget about the long hours of painstaking record-keeping you used to do with 
your red pen. The cumulative record lets you and your students check on their 
progress, and streamlines the preparation of report cards, 


The three-part program has 101 difficulty levels covering addition, subtraction, 
multiplication, and division. Problems range from adding two one-digit numbers 
through dividing a two-digit number into numbers between 1000 and 9999, The 
sequentially designed levels let each student work on problems at his or her current 
ability level, Teachers can use the program in classes from kindergarten through 
eighth grade, and parents can use it at home to help speed their children’s progress in 
computational skills, | 


The first three parts of this manual correspond to the three parts of the THREE R 
MATH CLASSROOM KIT. The fourth part of the manual is a detailed list of the codes 
for the 101 levels of the program. Go through the first three parts to learn how the 
program works, and then refer to the codes as you plan and record your students’ 
custom-tailored learning experiences. 


Required accessories 


ATARI BASIC Lanquage Cartridge 

40K RAM 

ATART 810 Disk Drive 

Additional DOS-II formatted diskettes for storing data 
ATARI 825 80-Column Printer or Epson printer 


Contacting the author 
Users wishing to contact the author may write to him at! 
2323 Alta St. 
P.O. Box 391 
Los Olivos, CA 93441 


or telephone him at? 


805/688-8270 


to 


PART I3 


THREE R MATH SYSTEM 


(J) 


Important notice 


Read this before you begin using THREE R MATH SYSTEM, or this part of the program 
won’t work, 


The THREE R MATH SYSTEM part of the program contains two diskettes, the student 
diskette and the teacher diskette. For copyright protection, the teacher diskette can’t 
be duplicated. If this diskette is defective, call APX at 800/538-1942 (within 
California, 800/672-1850) to inquire about a replacement diskette, 


You must duplicate the student diskette before you can run the program! 


The diskette is unnotched to protect the software against accidental erasure. 
However, this protection also prevents a program from storing information on the 
diskette. THREE R MATH SYSTEM involves storing information. Therefore, before 
you can use this part of the program, you must duplicate the contents of the student 


diskette onto a notched diskette that doesn’t have a write-protect tab covering the 
notch. 


To duplicate the student diskette, call the Disk Operating System (DOS) menu and 
select option J, Duplicate Disk. You can use this option with a single disk drive by 
manually exchanging source (the student diskette) and destination (a notched diskette) 
until the duplication process is complete. You can also use this option with multiple 
disk drive systems by inserting source and destination diskettes in two separate 
drives and letting the duplication process go on automatically. (Note! This option 
copies sector by sector, Therefore, when the duplication is complete, any files 
previously stored on the destination diskette will have been destroyed.) 


Introduction 


Overview 


THREE R MATH SYSTEM is a basic math drill and practice program designed for 
students from kindergarten through eighth grade level. It’s so flexible that you can 


use it in a classroom or in the home. It can even improve efficiency in using hand-held 
calculators. 


The program’s unique password system lets you select a specific type and level of 
problem (such as multiplication of a two-digit number by a one-digit number), the 
amount af time the problem appears on the screen, the number of problems in each 
assignment, and the total time allowed to work the problems. Once you select the 
password, the student has to do only two things to get started! type his name and type 
the password. THREE R MATH SYSTEM takes over from there. 


You can choose from 101 specific difficulty levels of addition, subtraction, 
multiplication, and division. The levels range from adding two one-digit numbers to 
multiplying a three-digit number by a four-digit number, or dividing a two-digit 
number into a number between 1000 and 9999, Since the levels are sequential, the 
student can work on problems that grow more difficult as his skill increases, 


At the end of each set of problems, the student checks a summary of his results. He 
can save the results and print them later. All the problems he worked appear on the 
printout with their correct answers, his answers, and the time he spent on each 
problem. You can easily pinpoint his problem areas. Each printout includes ten 
practice problems for discussing the student’s problems or progress, or for additional 
practice, or just for fun. 


If you’re using this program in a school, there’s a place for the teacher’s name on the 

printout. You can also print a summary of each student’s results for comparison. 
Required accessories 

ATARI BASIC Language Cartridge 

40K RAM 


ATARI 810 Disk Drive 
Additional DOS-II formatted diskettes for storing data 


Optional accessories 


ATARI 825 80-Column Printer ar Epson printer 


cn 


Sample session 


To see just how easy THREE R MATH SYSTEM is to use, try the following sample 
session. The instructions in this manual explain the program’s numerous functions in 
detail, but this sample session introduces the main features. 


1. Insert the ATARI BASIC Language Cartridge into the cartridge slot of your 
computer. 


2. Have your computer turned OFF. 


3- Turn on your disk drive, 


4, When the BUSY light goes out, open the disk drive door and insert the teacher 
diskette of THREE R MATH SYSTEM with the label in the lower right-hand corner 
nearest to youe Close the door. (Use disk drive one if you have more than one drive.) 


4, Turn on your computer and TV set. The program will load automatically into 
computer memory. 


3» A choice displays on the first screen, It looks like this! 
THREE R MATH 
SYSTEM—-A 
1. STUDENT FROG. 
2e TEACHER PROG. 
NUMBER? 
COPYRIGHT (C)1982 BY DAN ROHR 
Figure 1 First display screen 
6. Press 1. You have a short wait while the student program is loading. 
7, When the program instructs you to insert the student diskette, remove the teacher 
diskette from the disk drive and replace it with the student diskette. Close the disk 
drive door. Press the START key, 


3. The next screen tells you that you’re ready to begin: 


THREE R MATH 


SYSTEM-A 
20K OOK KOK KK KK KKK 
* PRESS * 
x CSTARTI * 
x TO BEGIN * 


FORO OK KOK KOK OKK KKK 
COPYRIGHT (C1982 BY DAN ROHR 


Fiqure 2 START screen display 


Press the START key. 


9. Type your name (up to ten letters) and press the RETURN key. Press the 
DELETE/BACK 5S key to remove a mistake before typing a correction. 


10. Next the program asks, "WHAT IS YOUR PASSWORD?" For this sample session, 
type the following} 


E 4 B P F A A 
[This gives you 5 subtraction problems of a two-digit number subtracted froma 


three-digit number with no regrouping. The problems remain on the screen for a 
maximum of 15 seconds. You have 5 minutes to complete all of them] 


11, When a problem appears, type your answer, beginning with the digit on the right of 
the number of your answer. (If your answer is 238, type 8 first, then 3, and finally 2.) 


12, If you type the correct answer, press any key to continue. If you wait past 15 


seconds, the words "THE TIME IS UP" display on the screen. Press any key to repeat 
the problem, 


You can wait as long as you like before you press a key to try another problem. 


If you answer incorrectly, the words "WRONG, TRY AGAIN" appear. Press any key to 
repeat the problem. 


If you miss it a second time, the correct answer displays for you to study, Make sure 
you miss at least one problem, and let the time run out for one problem, so that you 
can see what happens. 


13, After the last problem, you receive a letter from "Smedley" . Follow the directions 
on the screen to press any key for your summary. 


14, Check your summary, and then answer the question "SAVE PRINTOUT? Y/N?" by 
typing N and pressing the RETURN key, 


iS. Last, type E to return to the START display screen (Figure 2). 


Password code 


You can assign 101 different types of addition, subtraction, multiplication, and 
division problems for a student to work. You can also control the speed, the number 
of problems per assignment, and the total time allowed. 


The following is an abbreviated description of each part of the password. There are 


seven parts, each represented in code by a letter or number that tells the program 
your specific request, 


The student doesn’t have to learn what each letter or number means. He just types it 
on the keyboard, and the program takes over for him. 


APPENDIX A of this manual gives a complete explanation of what each letter and 
number in the password stands for. Refer to this appendix whenever you’re planning 
assignments. 


Part Description 


1-2 Requires a letter followed by a number, 
Specifies type and difficulty of problem. 
Example. Fil means subtraction of a 3-digit number 
from another 3-digqit mumber with no regroupina. 
(111-100) 


3 Requires a letter. 
Specifies mumber of problems the student works, 
ranging from 3 to 70, or not set at all. 
Example. K means S50 problems. 


4 Requires 3 letter, 

| specifies how long the problems display on the screen, 
from 1 to 90 seconds, or not set at all. 

Example. D means 3 seconds. 


Requires a letter, 

specifies the maximum mumber of minutes to work 

on the program. When this time is wp, the 

SUMMBrYy displays, even if the student isn’t finished. 
Ranges from 1 to 25 minutes or not set st all, 
Example. M means 12 minutes. 


Ch 


6-7 Requires 2 letters, 
specifies use of a printer. If you’re mot using 
8 printer, the code is AA. The sixth letter 
sets minimum percentage for a congratulatory message, 
from 10% to 100% or mot set at all. 
Example. H meams 70%. 
The seventh letter sets the teacher’s name, 
(See Teacher’s Name Program section, ) 


Scere Pest sam ret For rs t 


td 


If you prepare a form like the following for each student, he knows what password to 
type on the computer keyboard. A sample appears in Appendix B for you to photocopy. 


THREE R MATH SYSTEM-A:s STUDENT FASSWORD FQRM 


KKEKKKKKEKKE KK KEK KEE KEK KEKE RK KER KKK KKK KER KKK KEKE KKK KKK KEE KEY. 
KKKKK KEKE KKK KEKE KKK KEKE KK KEKE KKK KKK KKK KEK KKK KER KKK KKK KEK EKA KK 


¥¥eRN ¥¥¥ ¥xF x*x xX x ¥ KF x Kt EKKKK 
KKH KH ¥ oS KxXy KxK¥ KK} ** ¥ KKK X 
¥KeEXS KxXY ¥ xX 2 Kx KKK ‘KKY KXKKK 
XK KY. ¥ KF ¥KY KX ¥ x* x KK ¥ XK X ¥. ¥KXXKY 


HKEKEKKHK LT KEKKK DS KKKKK S KEKKK 4 KKKKK SBS KKKKK S&S KKKKK 7 KEKKKE 
RKKKKK KKK KKK KKK KKK KEK KR KKK EK KE KK KKK KEK KK KK KKK KKK KKK KKK KKKKKEKE 


PROGRAM PROGRAM FROBLEMS SPEED TIME GOAL TEACHER 
=a 2 <i G0 | oe PROBLEMS: SPEED? = 
| | le re ea ee eT LD ede ee Oe ee Ret en GRADE: > 
SG Sa Ei | =e ee OS ee Te, ROOMS... 
COMMENTS: 


Figure 3 Student password form 


Using the student program 
Loading the student program into computer memory 
1, Insert the ATARI BASIC Language Cartridge in the cartridge slot of your computer, 
2+ Have your computer turned OFF, 
3 Turn on your disk drive, 
4. When the BUSY light goes out, open the disk drive door and insert the THREE R 
MATH SYSTEM teacher diskette with the label in the lower right-hand corner nearest 
to you. Close the door. (Use disk drive one if you have more than one drive.) 
Note. If you insert the student diskette by mistake, the following reminder displays? 
THREE R MATH SYSTEM 
THIS IS A STUDENT DATA DISK. 
USE THE TEACHER DISK 
TO LOAD THE MAIN FPROGRAM. 


J+ Turn on your TV set and your computer. The program will load into computer 
memory and start automatically. 


& The first display screen, Figure 1 in the sample session, appears. Type 1 to choose 
the student program. 


7. It takes about 35 seconds for the student program to load into computer memory, 
During this waiting period, the following message displays on your TV screen: 


LOADING $ 
STUDENT PROGRAM 


ONE MOMENT FLEASE 
8. When the student program has loaded into computer memory, follow the instructions 
on the screen by removing the teacher diskette from the disk drive and inserting the 


student diskette. Close the disk drive door and press the START key, 


?. The START screen display, Figure 2 from the sample session, tells you that you’re 
ready to begin. 
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Recording your name P 


Follow the prompt and press the START key. The next task is to record your name. 
The instructions are in the following screen display? 


WHAT IS YOUR NAME? 


TYPE YOUR NAME. PRESS CRETURNI. 
Figure 4 Name display 
You can type a maximum of ten characters, including letters, blank spaces, or a period. 
If you press any other keys (such as numbers, the program ignores them. As you type 
the keys, they appear on the screen above the blanks. If you need to make a change, 
press the DELETE/BACK §S key to erase, If you type more than ten letters, the name 
disappears, The following prompt appears? 


USE A SHORTER NAME. 
PRESS ANY KEY TO START AGAIN. 
Entering your password 
(The teacher or parent chooses the password from the codes in APPENDIX A of this 
manual. The student has only to type the seven characters to start his personalized 
assignment, according to the following instructions.] 


The following screen displays? 


(Your name), WHAT IS 
YOUR PASSWORD? 


PRESS CDELETEJ TO CORRECT A MISTAKE. 


Figure S&S Emterimag the password 


11: 


Now it’s time to type in your password, 


The program takes five to ten seconds to prepare the assignment for that password, 
While you’re waiting, you see the following message on the screen: 


GET READY 
SET 
HERE YOU GO 
Solving the problems 


The problem display now appears, as follows? 


SILLA ASSL AAA AAS AA AAA A A 
FILES LTLTSLA SSA SA A AAA AAA A A A 


#1 // | f/f 1S 
Sf 23 4 f 
S441 +12 S/S 4s 
L/h ena Sf 4Sf 
Sf lf f 4 LSA GS 
Sf 4Tf S/S ff 


SELLA ASSL S ALAA SSAA A AA ASA A AA A A 
PRESS «x TO END 


Figure 6& Froblem display 


The #1 in the upper left of the screen shows that this is the first problem in the 
assignment. The 15 in the upper right shows the number of seconds remaining to solve 
the problem. When you figure out the answer, type the number as you’re prompted by 
the question marks. Once you type in your answer, you can’t go back to change it, 


If you’re right, the program congratulates and encourages you, until you press any key 
for your next problem. 


If your first answer is incorrect, a new display appears with the same problem. Your 
incorrect answer won’t appear on the screen, so there’s no chance that you’ll learn the 
wrong answer. The countdown of seconds stops, so you can take your time and 
recalculate the answer. When you’re ready, press any key. A problem display like 
Figure S appears on the screen and you may type in your corrected answer. If the 
corrected answer is right, you have the same response as for a correct first answer. 
If the corrected answer is wrong, the problem and its correct answer display for you 
to study. Then press any key for the next problem, 


If you run out of time, the following message displays: 


THE TIME IS UF. 
23 
#1Z 


TRY AGAIN. 
PRESS ANY KEY TO REPEAT PROBLEM. 


Figure 7 Time screen display 


Take your time and recalculate the answer. If you run out of time again, the problem 
displays with the correct answer. Press any key to get a new problem. 


If you type an asterisk (+) when a problem displays, the problems stop, and you begin 
the student program summary, 


Student program summary 


If you’ve completed all your problems (or if your maximum time for the assignment is 
up or if you typed the asterisk while you were working), the problems stop, and you 
receive a letter from Smedley. At the end of Smedley’s message, he tells you to press 
any key for your final summary, 


Your final summary tells you the number of problems correct and the number wrong, It 
also gives you a score (based on the percentage of -problems correct, minus points for 
the percentage incorrect, multiplied by a time factar),. 


At the bottom of the display, the program asks the follawing question! 
SAVE FRINTOUT? Y/N 


If you answer by typing Y, the program saves your problem data on the student 
diskette in the disk drive. This takes a few seconds, and then you see the START 
screen display (Figure 2), 


If you answer by typing N, the summary displays on the screen again. At the bottom, 
you see the following message? 


ANSWER - N 
PRESS CRETURNI 
TYPE Y TO CHANGE 


This message reminds you that you decided not to save the data. If you confirm that 
you don’t want to, press the RETURN key. But you have a chance to change your mind. 
If you type Y, the program takes a few seconds to save your data. Next you see the 
START screen display (Figure 2), If you just press the RETURN key instead of typing 
Y, you see a prompt to type E to end. When you type E, the START screen redisplays. 


13 


Student data files 


The number of records of problems and assignments you can save on each student 
diskette varies with the length of the assignments. But if you get too close to 
exceeding the capacity of the diskette, the program prompts you to clear the student 
problem file on the diskette before using that diskette again. You can start anew 
diskette if you prefer. The data on the diskette is available only in the order in which 
you entered it, 


Whenever you run the printout or other options on the data, clear the student diskette 
by using the CLEAR THE FILE program on the teacher diskette. 


You can’t harm the data in the student diskette except by physical abuse to the 
diskette. You can’t access the student data files without the teacher diskette, 


Other keys 


Once the program loads into computer memory, most of the special keys are disabled. 
This prevents you from making mistakes accidentally. 


The DELETE/BACK S key has been eliminated because it’s easier for younger students 

to start over than to correct answers digit by digit. Also, students can’t help learning 

what they see on the screen--the program prevents ac the problems with the 
- wrong answers, 


Pressing the SYSTEM RESET key clears the program. But be careful! All the student 
data is lost for the current program. The word READY displays in the top left corner 
of the screen. Type RUN and press the RETURN key to return to the beginning of the 
student program. The program prompts you to insert the student diskette and press 
the START key. Then you see the START screen display (Figure 2). 
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Using the teacher program 


Loading the teacher program into computer memory 
1, Insert the ATARI BASIC Language Cartridge in the cartridge slot of your computer, 
2, Have your computer turned OFF, 
3. Turn on your disk drive, 
4, When the BUSY light goes out, open the disk drive door and insert the THREE R 
MATH SYSTEM teacher diskette with the label in the lower right-hand corner nearest 


to you. Close the door. (Use disk drive one if you have more than one drive.) 


Ss» Turn on your TV set and your computer. The program will load into computer 
memory and start automatically, 


6. The first display screen, Figure 1 in the sample session, appears, Type Z to choose 
the teacher program. You see a notice on the screen that the teacher program is 
loading, and you have a short wait. 


Main menu options 


The following screen display lists all the options you can choose in the teacher 
program: 
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THREE R MATH SYSTEM—-A 
PRINTOUT MENU 
BY DAN ROHR COPYRIGHT (C1982 


1. SCREEN (TV) REVIEW 

2e MINI SUMMARY FRINTOUT 

3- DETAILED SUMMARY FRINTOUTS 

4, INDIVIDUAL PRINTOUTS 

we SCREEN (TV) REVIEW AND 
MINI SUMMARY PRINTOUT 

6. MINI SUMMARY FRINTOUT AND 
INDIVIDUAL PRINTOUTS 

7+ DETAILED SUMMARY PRINTOUTS AND 
INDIVIDUAL PRINTOUTS 

A. SPECIFIED INDIVIDUAL FRINTOUTS 

}+ TEACHER’S NAME PROGRAM 

C. CLEAR THE FILE 

D. MAIN STUDENT PROGRAM 


TYPE SELECTION NUMBER OR LETTER, 
Figure 8 Teacher program meri 

In the following options, you occasionally have to remove the teacher diskette from 
the disk drive and insert a student diskette. If you have the wrong diskette in the 
disk drive, the program prompts you to insert the correct one. You won’t lose any 
information. 

If you’re using the printer, be sure to line up the paper before you begin. Make sure 
your interface module and printer are on, and that your printer is in the ONLINE mode, 


before you begin. | 


Whenever you finish one of the options, press the RETURN key, and the program 
returns to the main menu, 


1 SCREEN (TV) REVIEW 


This option lets you view all the records on the student diskette quickly on the 
screen. First type 1, and press the RETURN key. The following instructions display? 
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1. 
REMOVE TEACHER DISK 
IF IN DISK DRIVE 


ae 
INSERT STUDENT DISK 
TO BE RUN 
3+ 
TO BEGIN PRESS 
CSTARTI 
Fiqure 9 Teacher and student diskette chanee instructions 
When you follow the instructions and press the START key, a summary for each 
student record scrolls on the screen. To stop to examine a record, simultaneously 
press the CONTROL (or CTRL) and 1 keys. To start again, press [CTRL] and type 1. 
The summary includes each student’s name, password, the number of problems right 
and wrong out of the total worked, the time the student took to work the problems, the 


teacher’s name and the score, 


The information is arranged as follows: 


RECORD: #4 


NAME? FRED PROGRAM E4BPFAA 
RIGHT? 4 (80%) PROBLEMS? 5 
WRONG? 0 ¢ 0%) TIMES 5S 

TEACH’ MR. HEVERLY SCORE? 4533 


Fress CCTRLI and 1 to pause/start) 


Figure 10 Student record screen display 


When you finish viewing the information, press the RETURN key to return to the menu. 


2 MINI SUMMARY PRINTOUT 


This option gives you a one-line summary of each of the records on file, This is the 
quickest way to get a record on paper of a short summary. 


First, the diskette change instructions (Figure 9) display. As soon as you follow them 
and press the RETURN key, the summary begins printing. 


Don’t worry if the number of correct responses plus the number of incorrect responses 


doesn’t add up to the total number of problems. Only prablems that were worked 
appear in this summary, 
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REC. STUDENT 


Comb oho 


Following is a sample of this mini summary? 


THREE R MATH SYSTEM-—-A 


DIAPDHC 
DIAFDHC 
ASAFDHC 
FIAFDIC 
DZAFPDID 
DIAPDID 


3 DETAILED SUMMARY 


RIGHT (%) 


32 (100%) 
19¢100%) 
17 ( 94% 
19¢ 76%) 
18(100% 
2=4(1007) 


MINI STUDENT FILE SUMMARY 


WRONG (4: 


Oo fe 
om 
% 
J 
{ 
6 
~~ 
nar 


on 
_ 
on 
on™ 
—_ 
8 
en 
Cd 


PROR.SCORE TIME TEACHER 


Wo a aw 


Figure li Sample mini student file summary 


MR. BELL 
MRS.JONES 
MRS. JONES 


When you finish printing, the screen prompts you to press the RETURN key to return 
to the menu. 


This option gives you all the information in the mini summary, plus answers to sample 
problems on the individual student’s record. Since the student’s printout has ten 
extra problems included, this detailed summary gives you the answers to those 


problems, too. 


First, specify the type of printer you’re going to use. The following screen display 
shows you how: 


Fiqure 12 


WHICH FRINTER CODE? 


A FOR 


TYPE. + 


ATARI OR 


CENTRONICS 


E FOR 


Type? 


EPSON 


A OR E 


Frinter instructions 


Then insert the student diskette, following the instructions in Figure 11. Below isa 
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sample of the detailed printout summary this option offers, 


THREE R MATH SYSTEM-A STUDENT DATS FILE ‘SUMMARY 


# 1 =KRISTI SCORE (2000) . . PROG. (16EKKGC) ..NO.PROB. (20)..SPEED(10).. GOAL (60 “) 
(MRS. SMITH) PROB.TIME(2 MIN 30 SEC)...TOTAL TIME(S MIM)...SET TIME(10 MIN) 
ANSWERS FOR EXTRA PROBLENS 1) 40 2) 84 3) 4 4) 33 3) 64 6) 24 7) 14 Bi %e 9) 45 10) 8 


CORRECT : 1ST TIME! 2ND TIME: WRONG * NOT DONE: FROB.WORKED 
12(60 %)3 10(50 4): 2 (10 2: © (30 4) 3 (10 %)) 20 


OS SO Coa ee ae aah an en apes an 2 ape an ananeen 


ES 2 PAD ab ae aD 


SPS PR DES PE IK HE EK BEE DE DE DK DK DE OK EDK DE PK HEED KL OE IC PE DE DE IL DL LIL IKE ILI IRDE DES 


~ ay 


# 2 STEVE SCORE (6542) ..PROG. (FIAKDGC)..NO.PROB. (0 ).-SPEED(1@..GOAL (50 %) 
(MRS. SMITH» PROB.TIME(1 MIN 10 SEC)...TOTAL TIME(S MIN)...SET TIME(S MIND 
ANSWERS FOR EXTRA PROBLEMS 1) $2 22693) «38-222 SIS SS 7) 2388) 73 9) Si 10) 411 


CORRECT : 1ST TIME! 2ND TIME: WRONG > NOT DONE! PROB.WORKED 
20(95 4%)! 17(80 4): 3 (14%)! Oo (9 “43 1 (4 “ZE 23 


a 


NERA RAR ES ISIE ALIS IR IR PEPE DE DE GCSE PCIE DK ODEN E SED Be EDK BCBES NCSC SESESESG ees 
#3 PAM SCORE (8489) . . FROG. (PIAKDGC)..NO.PROB. (6 )..SPEED(10)..G0AL (60 %) 
(MRS. SMITH) PROB.TIME(O MIN 40 SEC)...TOTAL TIME(S MIN)...SET TIME(S MIN) 
SASMERS FOR EXTRA PROMERS 1) 120 2040 OT OSD OHS Oy i 


TD > Cb oa ED ee eae a 


CORRECT : 1ST TIME! 2ND TIME: WRONG ' NOT DONE: PROB.WORKED 
2O(97 4S S5(94 %)1 14-02 YX)! L (2 4): 0 (9 %Z%): 37 


—_— > aD ap ewan an ate enema 2 GED aE aD a ae EE ce a 2D PE a ee co SS ea 


—_ OPE LS PAA OEP UPD AD ED EPS UD GED AED GED aD eS aD aD a aD 


CR POSE GO MM OO PES OE DO Ee FEE DED WE SOD BE OS oe oe PNR OO HE PE DEO OOO Oe ODED 


Figure 13 Detailed summary 
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When you finish printing the summary, the following prompt displays} 


KXTHIS IS THE END OF THE FILExx 
FRESS RETURN FOR MENU 


4 INDIVIDUAL PRINTOUTS 


This option offers a detailed printout of the work each student did. The printout may 
seem overwhelming at first because there’s so much information. No one individual 
needs all of the information included. Select what you can use and just ignore the 
rest; 


You can use the printouts for many purposes. For example, you can diagnose a 
student’s specific problem areas. Sometimes you can use the printout as positive 
reinforcement for the student’s work. You can send the printout home to communicate 
with parents, Since the printout gives the student ten extra problems, you can assign 
more workin his special problem area. 


Make sure your printer and interface module are on, and your paper is lined up at the 
top of anew page. Type 4 and press the RETURN key. The printer instructions (see 
Figure 12) display. After you’ve made your choice, the instructions to insert the 
student diskette (Figure 9) appear. When you’ve followed them, the information begins 
Printing, and the screen displays a message like the following! 


KRISTI’S 


PRINTOUT IS BEING 
PRINTED 


The following example shows a printout from this option, 


NENG AC NE 20 3 EE oe eS FST. ME A ME OE 
HERE ARE THE FRrORLErs vou JUST WORF ED 
YOty DIO A VERY GOOD JOE! 


hy 3 % rh 33 Ye % 6: 3 Us 3 12: al 6: +} 
1 Stk Sk Bt MS OR OM OUR BR OFT BT MN OB HR TT TF % 


NG TNL ED THD TG AED CE LD I ES LD DET LED CED EY SPEED AD CED AD IP CED OE a a SED 


: : : 78 O88 H 38 #378 8 SOes OF 8 : 7 8 9998 : 78 ; 
: : : : 78 89 ; $8 e383 8 $8 100: : 78 03 
; H : + (T210)3 (T=2t0ds 2 (Ta abs (Te 408 (TasOns (Tatd): : (Ts 6): ; + (T910)3 


(Teo) (Te 1S (Te 2) (To 29S (Te As (Tanne (Ts 8)s (Te 2s (Te Os (Te is (Te tnd (Ta aye (Te 298 (Te tee (Ts 78 (Ts{O); 


BUWBSCRlS SC BOE SRSVVVVSISESlS A SVSSAVVSSASsASSe SS SE DS SE OS SE SS a 
es 1 Ot 

ror Nr ar 8 | 

oe carer ED a aT PS AEE TD TL 


843 24: 43; 


eee 
2 yet 
(Te Nt (Te 9): 
(Te Gs (Ts 4s (Tes 103 (T= OD: 
s3SBSBVAaVVseean 225 BBABSVSBSVVSSsBSSSess2aa 2 BOS SKBESVVS SSVlVSVStSsSeeeuarsa BSBA BSseassae 
2 = WRONG ANSWER —---- T = TIME 
SHOW THIS TO YOUR PARENTS AND MRS. SMITH. IT IS GREAT WORK. 


CE EK RO EER AK EE OOS SUMMARY 2K O EK FON OPEL IS PE PE DE SOK 
SCORE (2000) .... PROG. (I6EKKGC).....PROB.SET(20).....SPEED(10)... -GOAL (60 %) 
PROB. TIME (2 MIN 3O SEC)......TOTAL TIME (5S mMIN)......SET TIME (10 MIN) 

2ND TIME : WRONG $ MOT DONE : PFOB.WORKED 

: & (30 %) > 2 619 2) > 88 OD &8 


CORFECT : 1ST TIME } 
12 (60 %) > 10450 4%) %$ 2 (190 %) 


Ace A A A PA AO A LTS A ECE LE EE SO A LE I IY a SD 


aa. a a eee et Ot Le Oe ee Le OTL ee Ee ie ee ee eee PEER ERD 


ee eG 

TrOoOTAauWuL CORRECT cL) SscCcoRrkk. €2Z2OOO D 

a a oe oe ee ee er ee er oe ee ae | CAN YOU WORK THESE? £288 @ &@ 8 8 BBE 

(1) bo (2) t2 (7) 2 (4) 1) «& i2 (4) gs (7) 7 (9g) 9 (9) 910) a 
f 4 x 7 x a k : x 7 Xx > X = x 4 x ba} x = 


Figqure 14 Sample individual printout 


The printout in Figure 14 shows Kristi’s name and a congratulatory message. Next 
there are two bands (delineated by double broken lines) of twenty columns of numbers 
and symbols (sixteen on the first band, and four on the next), Each symbol and number 
tells something about Kristi’s work on twenty multiplication problems. 


The first three rows show the problems Kristi worked, with their correct answers. 
The first problem, in the column on the left, is 7x5 = 35, 


Below the problems are columns with space for four notations. The columns have one, 
two, three or four notations. The top row is blank if Kristi answered the problem 
correctly on her first try. If there’s a number in that top row preceded by an asterisk 
(*), that means Kristi made a mistake. If the number in the top row following the 
asterisk is a zero, she ran out of time before she could answer. If any other number 
appears, if shows the incorrect answer Kristi gave. 


The second row is only filled in if Kristi gave a second answer and if it too was 
incorrect (or if she ran out of time for that one too), 


The third and fourth rows show the times she took to give her answers..(T stands for 
time.) If she answered the problem correctly, there’s only one time given on the 
printout, 


Find the notation T = 6, in the first column under the problem 7 x 5 = 35 on the left of 
the page in Figure 14, This means that Kristi took six seconds to answer that problem 
correctly. The next three columns have the same kind of notation. 


The next column, the fifth from the left, shows three notations. The problem was 5 x 
4 = 20. The zero directly below the answer to the problem means that Kristi didn’t 
answer the problem in the time allowed. T = 10 shows that ten seconds went by while 
she tried to answer it. However, she was correct on her second try. T= 1 means she 
took only one second to answer it correctly the second time. © 


The sixth column shows that Kristi ran out of time the first and second times she 
tried to answer the problem 12 x 2. 


In the eighth column, under the problem 9 x 2 = 18, you can see that Kristi gave the 
wrong answer (17) the first time she tried to answer it. It took her four seconds to 
give that answer (T = 4), But on her second try, she answered it correctly in two 
seconds (T = 2), 


The next column, under the problem 4 x 6 = 36, the four notations show that Kristi 
answered the problem incorrectly with a 30 on her first try. She took four seconds to © 
give her first answer, She also gave an incorrect answer (63) for her second try; and 
that took eight seconds. 


The next section of the printout is the summary. The score is listed first, In Figure 
15, Kristi’s score is 2,000, It’s calculated by adding points for a percentage of the 
correct answers, subtracting points for a percentage of the incorrect answers, and 
then multiplying this by a percentage time factor. 


If a student gets a score below 300, then a 300 appears on his printout. The maximum 
is just under 10,000. If a student wants to compare his score against another 


student’s score, or match his own with a previous score, the fourth letter of the 
password (speed per problem) must be the same in the two scores. Otherwise it’s like 
comparing apples and oranges, 


If you prefer the conventional scoring system using percentages, the printout gives 
this too. It’s under the word CORRECT in the next band below the one containing the 
score. Kristi answered 40% of her problems correctly. 


After the score, the printout lists her password (I6EKKGC), the number of problems in 
her assignment (20), the speed at which she worked (she had ten seconds to answer 
each problem before the time was up), her goal (60%) above which she’d see 
congratulatory messages, and the time. There are three parts of the time printed. 
Problem time means the amount of time Kristi was looking at the problem display. 
This is the sum of all the time listed under the problems. These times don’t include 
the time Kristi spent looking at a problem after she missed it or after the time ran 
out, Total time means the amount of time she spent on the program from the time she 
entered the password until she saw her summary on the screen. The set time was 
given in the fifth letter of the password, If Kristi had gone over this time, the 
program would have gone right to the summary even though she wasn’t finished, 


The band below this shows percentages and the number of problems worked (20), 
First, Kristi answered 60% of the problems correctly. She only answered 50% of them 
correctly on her first try. She answered 10% correctly on the second try. She 
answered 30% incorrectly, and she failed to complete 20%, 


At the bottom of the page, under the words "CAN YOU WORK THESE?" are ten extra 
problems similar to the ones Kristi worked on her assignment, 


It takes the program from one to three minutes to print out a sheet like Figure 14, 
The time depends on the number of problems worked in that assignment. The printer 
automatically starts each student’s printout at the top of a new page. 


—_ Ee oe eee eee eee eee 


This option gives you a combination of options 1 and 2 above. You can obtain 
information from the screen and the printed copy. 


Follow the instructions to insert the student diskette (Figure 9), When you press the 
START key, the program begins printing. When the printout is finished, press the 
RETURN key for the menu. | 


This is one of the most popular options, giving both a mini summary printout for the 
teacher, as in option 2, and individual printouts for the teacher and students, as in 
option 4, | 


Type 6 and press the RETURN key. First, specify which printer you’re going to use 
(Figure 12). Then follow the instructions to insert the student diskette (Figure 9). 
When the printouts are finished, press the RETURN key and the menu displays. 


SS AS A SoA  afliniliiNGlnGulibsinaiidiiniseiiutiiiinnnciinananmnscndne 


This is a combination of options 3 and 4. Type 7 and press the RETURN key. Specify 


which printer you’re using (Figure 12), and then follow the instructions to insert the 
student diskette (Figure 9), 


A SPECIFIED INDIVIDUAL PRINTOUTS 


This option allows you to print only the records you want. First find the record 
number of the individuals whose printouts you want. You can find this number from a 
SCREEN (TV) REVIEW (option 1), a MINI SUMMARY (option 2), or a DETAILED 
SUMMARY (option 3), 


Begin with the teacher diskette in the disk drive. Type A and press the RETURN key. 
Follow the instructions to insert the student diskette (Figure 9) and then give the 
program instructions on which printer you’re going to use (Figure 12). 

The following instructions display? 


SELECTED FRINTOUTS THREE R MATH SYSTEM 
(C1982 BY DAN ROHR 


STEP 13 RUN THE SCREEN (TV) REVIEW OR 
THE MINI SUMMARY PRINTOUT. 

STEP 23: OBTAIN RECORD NUMBERS OF 
RECORDS DESIRED 

STEP 33 YOU MAY ENTER UP TO 50 RECORD 
REQUESTS 

STEP 43 IF YOU MAKE AN ERROR ENTERING 
A NUMBER, TYPE ANY LETTER TO 
DELETE IT. 


FRESS ANY KEY TO CONTINUE. 
PRESS COPTION] TO RETURN TO MAIN MENU 
Figure 15 Specified printout instructions 


Type any key, and you see the following instructions! 


TYPE RECORD NUMBER AND THEN CRETURNI 
TO END TYPE 0 AND CRETURNI 


FL PRINTOUT. «coe eee e eee ee sRECORD NUMBER?__ 
Figure 16 Entering record mumbers 


If you don’t know the number of the record you want! 


Type 0 and press the RETURN key. The same request for a record number 
displays again; type 0 again and press the RETURN key. You see the 
instructions for the printer (Figure 12), 


The next screen displays the following instructions: 
FOR YOUR PRINTOUTS 


1. REMOVE 
TEACHER DISK 

2. INSERT 
STUDENT DISK 

3. PRESS CSTART] TO 
BEGIN PRINTOUTS 


Press CESC] to return to menu 
Figure 17 Starting printout 
Since you didn’t change diskettes, just press the SELECT key. The program 
returns to the first display screen (Figure 1) Then you can use one of the 
other options to find out the number of the record you want to print, and return 


to option 3, 


record you want? 


Respond to the instructions in Figure 17 by typing each number in turn. After 
you've typed the numbers of all the records you want, type 0 and press the 
RETURN key. 


Specify which printer you’re using by following the instructions in Figure 13. 
Figure 18 displays. When you’ve inserted the student diskette, press the 
START key, 


Because of the way information is stored and retrieved, it may take some extra 
time to complete this option. The screen displays the message "SELECTED 
PRINTOUTS ARE COMPLETED". Then remove the student diskette, insert the 
teacher diskette, and press the START key. The program returns to the first 
display screen (Figure 1). 


B TEACHER’S NAME PROGRAM 


Use this option to list the names of all the teachers whose students are using THREE 
R MATH SYSTEM, First assign a letter to each teacher’s name. If you don’t use this 
option, the words "YOUR TEACHER" appear in place of the teacher’s name. 


Type B and press the RETURN key. The following screen displays! 


TEACHER’S NAME PROGRAM 
THIS CHANGES THE 
FILE OF TEACHER’S 
NAMES USED IN THE 

THREE R MATH SYSTEM 
COMPUTER PROGRAM. 


PRESS ANY KEY TO CONTINUE 
Figure 18 Teacher’s name program title screen 
After you press a key, you see the following instructions! 


INSERT STUDENT DISK 
PRESS CSTARTI 


Press the START key to see all the choices you have in this option! 


OLD NAME $ 


TYPES 
C - TO CHANGE 
N —- NEXT (NO CHANGE) 
E - END/SAVE FILE 
2 ~ RETURN TO ’A’ 
R - RETURN TO MENU 


Figure 19 Tesacher’s name proeram menu 


At the top of the screen, the letter "A" stands for the seventh letter of the student 
password, If you don’t enter a name, using this option, the program will print "YOUR 
TEACHER." 


To replace "YOUR TEACHER" with a specific name, type C. The following screen tells 
you how: 


PASSWORD LETTER: A 
TYPE NEW NAME 
45 SPACES MAXIMUM _ 
PRESS CRET] TO ENTER NAME INTO FILE 
TO CORRECT ERROR, PRESS CRET] AND C. 


Figure 20 Entering 32 teacher’s name 


Type the teacher’s name. The 15 spaces can include capital letters, punctuation marks, 
and spaces, For example, you can record "MR, FINLEY", 


and spaces. For example, you can record "MR. FINLEY", 


When you finish typing the name correctly, press the RETURN key. This doesn’t save 
the name on the file} to do that, choose E. 


Choose N to record some other names. A screen like Figure 21 displays, except that 
letter A has been replaced by a B. Enter another teacher’s name in the file, Later, 


students can indicate this teacher by typing B as the seventh letter of their 
passwords, 


When you've entered all the teachers you want, type E. The first prompt reminds you 
to make sure the student diskette is in the disk drive. Press the START key when 
you’re ready to continue. The program gives you a notice that it’s saving your 
teachers’ names. When it’s finished, the following message displays} 


YOUR NEW FILE HAS 
BREN SAVED. 
INSERT TEACHER DISK 
PRESS CSTARTI 


When you follow these instructions, the teacher program menu, Figure 10, redisplays. 


If you’ve entered some names, and you decide you want to start over, or you want to 
double check your list, type S. You can begin again with letter A. 


Select R to return directly to the teacher program menu, Figure 10. The program 
prompts you to insert the teacher diskette, If you select this option, the teachers’ 
names you typed won’t be saved. To save the names, select option E, 


C CLEAR THE FILE 

After you have reviewed and printed out all the student information, clear the student 
diskette so that there’s room for storing more new information. Type C and press the 
RETURN key. First you see instructions to insert the student diskette, When you 
finished, press the START key. The following question displays on the screen: 


DO YOU WANT TO 
CLEAR 
PRINTOUT DATA FILE? 


Answer Y for yes or N for no and press the RETURN key. This option gives you 
several chances to change your mind so that you don’t delete a file by mistake. If you 
answer Y, the program requests confirmation as follows? 


ANSWER - YES 
PRESS CRETURNI 
PRESS ANY KEY TO CHANGE YOUR ANSWER 


If you press the RETURN key, you see a notice that it’s clearing the file, 


If you type N, the same message displays, except that the word NO appears instead of 
YES. If you press the RETURN key, the program returns to the menu. If you press 
any other key, option C begins again. 


Remember that once you’ve completed the instructions to "clear printout data file" in 
this option, all the records on the diskette are deleted! 


aD Oe Ge ee 


To return to the student program (choice 1 on the first display screen, Figure 1), type 
D. You see a notice that the program is loading, and then the following message? 


INSERT STUDENT DISK. 
PRESS CSTARTI 


After you follow these instructions, you see the START display screen (Figure 2), 


Classroom suqgestions 


After the novelty of using the computer in class wears off, it’s up to you to keep your 
students interested in continuing to work on the program. Some of the following 
suggestions might help. 


Each student should have his own computer folder with a record sheet init. A sample 
(Figure 21) appears on the next page. You could fill in ten to fifteen passwords for 
the student’s level, and highlight the one you assign for that day in yellow. Whenever 
you print a summary, make sure it’s placed in the student’s folder, 


Timed practice is a way to vary the drill, Set the fifth letter of each password at the 
same time (4 minutes, for example). Then set the third letter of the password at A 
(leaving the total number of problems open). The student’s goal is to see how many 
problems he can answer correctly in the time allowed. You could use certificates (a 
rating of EXPERT for 15 correct, PRO for 25 correct, and a special reward for five 
PRO certificates) or a privilege for exceptional achievement. This kind of drill builds 
speed and accuracy, 


Number practice Set a specific number of problems (using the third letter of the 
Password), Students try to answer as many as possible correctly. Rewards increase 
the challenge. Students might race against the clock to see how fast they can 
accurately complete the set number of problems, 


A student can compete on several levels} with himself, with a small group close to his 
ability level, or with a whole class. The teacher has only to set the passwords, 


At the elementary level, each student should use THREE R MATH SYSTEM about three 
times a week for 3 to 5 minutes per session. Avoid using any drill program for more 
than 5 to 10 minutes at a time. Short, frequent sessions are always better than a few 
long ones, 
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sample student record sheet, With 2 


me 6h YELLOW highliehting pen, mark 3 box next to the 
program you want the studemt to do. When it’s his 
turn to use the computer,he gets his folder, 
looks for your yellow mark, and ded his 


password, 


At the end of the day, print 3 minl summary and 
use it to enter the mumber the student 


amswered correctly and the date om his record 
sheet. As you do this, you can mark the next 
Program you wamt him to do. 


This mimimizes classroom disruption when 1t’s 
his turm to go to the computer, It esl¢sa mimimizes 
the time you have to spend keeping records, 


Figure Zi Sample student record sheet 


Summary 


One of the advantages of THREE R MATH SYSTEM is its ease of use. Here’s a brief 
summary of the steps to follow! 


1. Insert the teacher diskette and load the Program into computer memory. Select 1 
(student program). 


2. Refer to APPENDIX A for a seven-letter password for each student’s assignment, 


3. The student types his name and password, and begins solving problems. When he 
answers the required number of problems, or when his time is Up, a summary of his 
work displays on the screen, 


4. The student can save his problem data for a printout. Then the program returns to 
the beginning for a new student. 


3» At the end of the day (or class period), insert the teacher diskette and load that 
program into computer memory, 


& Choose an option from the teacher diskette menu to obtain the student records. 


These options range from viewing the results on the TV screen to printing detailed 
summaries on paper, 


7. Follow instructions to insert the student diskette and run the option you selected 
for reviewing the student records, 


8. Clear the diskette so that that student’s records won’t be printed on the summaries 
for ather students, 


9, IF you’re printing several students’ records, insert the next student diskette and 
press the START key. 


10, Check the student’s record to pinpoint his strengths and weaknesses. Note what 
problems he answered correctly and incorrectly, and how lang it took him to work his 
problems. This helps you prepare his next password, 


11, Use the ten extra problems the program prints to Give the student additional 
practice, 


START ITs 
THREE R MATH 


PRACTICE WORKSHEETS 
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Introduction 


Overview 


The THREE R MATH PRACTICE WORKSHEETS program allows you to create and print 
custom-tailored worksheets from the same 101 levels of addition, subtraction, 
multiplication, and division problems as you use in THREE R MATH SYSTEM. The 
worksheets have practice pages of 30 to 36 problems in three different formats? 
problems without answers, problems with every other answer given, and problems with 
all answers given (answer keys) You can combine these three formats, and you can 
request any number of different problem sets within the same level. 


It’s a rare school district that has enough computers for each student to get as much 
individual time at the computer as he needs. But drill is essential to learning 
computational skills. The THREE R MATH PRACTICE WORKSHEETS program lets you 
supplement other methods with some written problem-solving at the level that’s just 
right for each student. 


Required accessories 


ATARI BASIC Language Cartridge 

22K RAM 

ATARI 810 Disk Drive 

ATARI 825 80-Column Printer or Epson printer 


2 
tan! ent 


Getting started 


Loading THREE R MATH PRACTICE WORKSHEETS into computer memory 
1, Insert the ATARI BASIC Language Cartridge in the cartridge slot of your computer, 
2. Turn on your disk drive. 
3» When the BUSY light goes out, open the disk drive door and insert the THREE R 
MATH PRACTICE WORKSHEETS diskette with the label in the lower right-hand corner 
nearest to you. Close the door. (Use disk drive one if you have more than one drive.) 
4. Turn on your computer and your TV set. The program will load into computer 
memory and start automatically, 


The first display screen 


After the program has loaded into computer memory, the following screen displays? 


KK KK KKK KK KK KK KK KK KK KKK KK KK KKK KK KK 


x THREE RK MATH x 
x PRACTICE x 
x WORKSHEETS x 


OOK KKK KKK KKK KKK KKK KK KKK KK KKK 
By Dan Rohr (c)1983 
Frass CSTART] to continue, 


Figure 22 Fractice worksheets first display screen 


Using THREE RMATH PRACTICE 
hMWMOREKSHEETS 


Problem code 


After you press the START key, the following prompt appears on the screen: 
PROBLEM CODE? 


Refer to program documentation for 
the problem codes of the 101 options. 


Type code and press CRETURN]I 
Figure 23 Fractice worksheets code request 
Look in APPENDIX A of this manual at the codes. These are the letter and number 
that you use at the beginning of the student’s password in THREE R MATH SYSTEM. 
Type a letter and a number from the codes, and press the RETURN key, 


Suppose you typed A3 and pressed the RETURN key. The following message would 
display: 


NEXT CODE$ 
2 


CODES ENTERED? 
A3 >» 


Up to 15 codes can be entered. 
Type code and press CRETURN] 
If all sre entered, press CSTARTI. 


Figure 24 Fractice worksheets code entry 


You can enter as many as 15 codes at one time, Each code will generate a separate 
worksheet; the codes won’t be mixed on a single worksheet, 


If you’re typing codes and you change your mind as you work, press the ESC key. The 
program clears all the codes and you can start over. When you’ve finished typing all 
the codes you want, press the START key, 


Number and type of worksheets 


You can request up to 99 copies of each worksheet, but it’s probably faster to request 
one of each and make copies on a photocopy machine. 


The next prompts help you to request the number and type of worksheets you want, 
The first is as Follows: 


HOW MANY 
STUDENT WORKSHEETS 
(NO ANSWERS GIVEN) 


NUMBERS ? 
ENTER NUMBER AND PRESS CRETURNI 


Figure 25 Type and number of worksheets 


This kind of worksheet has 36 randomly generated problems (30 for division) for the 
code you requested. No answers are given for the problems. Type the number of 
worksheets you want and press the RETURN key. Just press the RETURN key if you 
don’t want any of this kind. 


The next prompt is the same as Figure 25, except that the first three lines of the 
display are as follows: 


HOW MANY 
STUDENT WORKSHEETS 
CHALF ANSWERS) 


On these worksheets, every other answer is given. This is a useful format for 


students who are doing a lot of individual work. They can check their work with the 
answered problems and get help before they’ve gone too far on the problems. 


Type the number of this kind of worksheets you want and press the RETURN keys Just 
press the RETURN key if you don’t want any of this kind. 


Next, you can request answer keys for the worksheets you’re printing. The prompt is 
the same as the Figure 25, but in place of the first three lines, you see the following! 


HOW MANY 
ANSWER KEYS 


Type the number of answer keys you want and press the RETURN key. If you don’t 
want any answer keys, just press the RETURN key, 


You have a chance to confirm the numbers and types you’ve requested when the 


following screen displays: 


WORKSHEETS REQUESTED 
1. Student worksheets (No answers)...tl 
2+ Student worksheets (Half answers).i 
3+ Answer KOSS 4-96 6 6900 69S WOR OS 4 oD 


TO REVISE - TYPE WORKSHEET NUMBER 
TO CONTINUE - FRESS CSTARTI 


Figure 26 Confirmation of worksheet type and ruimber 


If you want to make a change, type the number of the kind of worksheet you want to 


change. Suppose, for example, you decide that you need an answer key after typing 0, 
as in Figure 26, Just type 3, and you have a chance to request a number of answer 
keys from 0 through 99, 


When you finish changing your request, or when the confirmation screen is correct, 
press the START key. 


Preparing the printer 


Before you go any further, make sure your printer is on, your interface module is on 
the paper is lined up, and the printer is in the ONLINE mode, | 


Different sets 


Next, you can choose different sets for the codes you’ve requested, If you've typed 
A4, you can get 2 different sheets of the same kind of problems. Perhaps one student 
has finished a set but still needs practice, 


When a screen like the following displays, review your instructions and type the 
number of sets you want! 


YOU HAVE REQUESTED THE FOLLOWING 
WORKSHEET CODES? 
1) AS 2) A4 3) BS 4) a) 
6) 7) 3) 9) 10) 
Li) 12) 13) 14) 13) 


How many DIFFERENT sets of each 
do you want? 
NUMBER OF SETS? 
Figure 27 Number of sets of worksheets 
When you type a number from 1 to 99 and press the RETURN key, the screen displays a 
request to "PLEASE WAIT" and then a message that it’s "GETTING ORGANIZED." You 
have about 20 seconds to wait while it sets up your requests, 
Printing 
You can stop the printing any time by pressing the ESC key. To resume printing, press 
the START key. When the program is finished printing your worksheets, the program 


requests another problem code, and you can start over or stop the program. 


See Appendix B for samples of the worksheets you can print, 


Suggestions for using the worksheets 


The THREE R MATH PRACTICE WORKSHEET program offers custom-tailored 
worksheets for the exact level of each student’s ability. Teachers know that even if 
the class is working on "page 67", there are always students working above or below 
that level, Now there’s a way to provide appropriate assignments to each student 
within the limits of the time in a teacher’s day, 


Now that the worksheets are ready, the next and most difficult challenge is to get 
students to do them. Given the choice, most students would rather ride their bikes or 
Play computer games. While there’s no magic formula to guarantee that all students 
won’t be able to put their pencils down until they finish their worksheets, the 
following suggestions might help. 


Even though it’s easy to print hundreds of worksheets, don’t force the students to do 
too many. One or two worksheets each week may be enough. The most important 
principle is consistency. It’s impossible to overemphasize the need to do only one or 
two worksheets a week, but to do them every week. 


The program can be used at home as well as in the classroom. The best challenge a 
Parent can give a child is to take the time to sit dawn and work the problems with him. 
Since most students have already learned how to work the problems, parents won't 
have to provide a high-level mathematical discourse, Rather some joking, some helpful 
hints, and undivided attention (newspaper down, meal finished, and TV off) work 
wonders to motivate children. 


| It’s sometimes a good idea to reward a student with something like extra time on the 
computer for a favorite game, but it’s important not to put too much emphasis on a 


reward. It could be frustrating, especially if the child is already having a difficult 
time working the problems. 


Success is more likely if the student receives an abundance of praise, Few of us mind 
doing a job if we know someone is watching us and encouraging us as we go along, 


Remember not to spend too much time on each worksheet. Five to ten minutes twice a 
week may be enough. If a child can’t finish his problems in this much time, he should 
be praised for what he has done. Suggest that he’ll probably be able to do more the 
next time. It’s better to stop too soon than to force a child to work beyond his limits. 


Some children are motivated by keeping simple graphs of the number of problems 
they’ve been able to do in a set amount of time. But take care that this doesn’t put a 
lot of pressure on the child, 


The 101 levels of problems are designed to get progressively more difficult. It’s much 
more effective to have a child complete a worksheet that’s slightly too easy rather 
than one that’s slightly too hard. Remember that each session should be positive and 
fun. Because the program is sequential, it’s easy to take the child forward in small 
steps toward his goal. Some children even like ta go back a few steps and do easier 
problems to show how good they are. Encourage this, because any extra practice on 
basic facts will help the child master the more difficult problems later, 


Since the worksheets accompany the THREE R MATH SYSTEM, they can be a good 
warm-up exercise before children begin their individual sessions with the computer. 


(3 
oD 


Also, if a student has had difficulty with a particular assignment on the computer, a 
page of problems from the same level can help. 


In any class, there will be students on many different levels. Correcting papers is 
simplified by the answer keys. Another suggestion is to let students check their own 
answers against the keys. 


PART IiTr? 


THREE RMATH GRADEBOOK 
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Introduction 


Overview 


The THREE R MATH GRADEBOOK simplifies and improves your record keeping when 
you use the THREE R MATH SYSTEM, Since the gradebook is specifically designed to 


accompany the other two parts of the THREE R MATH CLASSROOM KIT, you can’t use 
it as a general purpose gradebook. 


The gradebook allows you to keep cumulative records for the work your students are 
doing in the THREE R MATH SYSTEM program. It takes less than five minutes to 
store the results of an average size class’s daily work, and you can print the results 
or view them on the screen. You can review the records of the whole class or just one 
student. The program shows. you a student’s entire record, or just selected portions. 
For the student, you can print a complete individual copy} for your own records, you 
can print a continuous sheet for the entire class. 


You create your own gradebook diskettes to store information. Each one holds records 
for up to 51 students. You can store one thousand individual entries on each diskette, 
The program gives you a warning if you’re approaching the maximum capacity of a 
diskette. 


The prompts are so simple that even computer novices can use them, While the 


gradebook is designed primarily for classroom use, parents can use it to keep track of 
their children’s progress in THREE R MATH SYSTEM exercises, 


Required accessories 
ATARI BASIC Language Cartridge 
40K RAM 
ATARI 210 Disk Drive 
Additional DOS-II formatted diskettes 


Optional accessories 


ATARI 825 80-Column Printer or Epson printer 
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Getting started 
Loading THREE R MATH GRADEBOOK into computer memory 
1, Insert the ATARI BASIC Language Cartridge in the cartridge slot of your computer, 
2+ Turn on your disk drive, 
3+ When the BUSY light goes out, open the disk drive door and insert the THREE R 
MATH GRADEBOOK diskette with the label in the lower right-hand corner nearest to 


yous Close the door. (Use disk drive one if you have more than one drive.) 


4. Turn on your computer and TV set. The program will load into computer memory and 
start automatically, 


The first display screen 


When the program has loaded into computer memory, the following menu displays on 
the screen: 


THREE RK MATH SYSTEM GRADEBOOK 
MAIN MENU 


Copyright (ec) 1983 By Dan Rohr 
1. ADD GRADES 
2+ FRINTOUT GRADES 
2+ TV¥¢CScreen) SEARCH 
4. EDIT GRADE DISK 
Je CREATE NEW STUDENT LIST 


Type option mumbert -—?- 


Figure 28 Gradebook menu 


The ESCAPE key 


If you make a response and decide to change it, you can always press the ESC key. 
This returns you to the previous display. For example, if you type a number to choose 
a menu option, and decide you want another, just press the ESC key to return to the 
main menu. 


Using THREE RMATH GRADEBOOERW 
Preparing diskettes 


You need three diskettes to use the THREE R MATH GRADEBOOK program. In the 
prompts, they’re referred to as follows? 


PROGRAM DISK 


This diskette contains the THREE R MATH GRADEBOOK program. 
GRADE DISK 


You create this diskette yourself, following the instructions in option 5 from the menu 
in Figure 28. Use a blank DOS-II formatted diskette. This diskette stores the 
student’s cumulative records, 


STUDENT DISK 


This is the diskette you created in the THREE R MATH SYSTEM program. It stores 
the student’s current records. Refer to the instructions in that section of this manual 
to prepare the STUDENT DISK. 


Option 1 Add grades 


This option allows you to put grades into a student’s record, either manually one by 
one, or automatically by transferring them from the STUDENT DISK, 


Before you use this option, you must have a GRADE DISK. If you don’t have one, use 
Option 5S to create one for your class. 


Type 1 to record grades. The title screen displays, and you press the START key when 
you’re ready to begin. The screen displays a choice between entering the grades (1) 
automatically or (2) manually. Type the number of your choice, 


Entering grades manually} 
First, the program asks you to type the date in the follawing format! 
a ey ae ee ee 
Type a number in place of each dash. If the month is a single digit, such as 


February, type 02 rather than 2 to fill each space. The following screen 
displays: 


= 
3 


INSERT 
GRADE DISK 


GEOR GED SUED COED COED COED OGRD GOED OPED C8ED CETD O8SN CRED CED Come oe one CD 


WHICH DISK DRIVE? 
1 OR 2 


TYPE DRIVE NUMBER -?- 
Figure 29 GRADE DISK instructions 


If you have two disk drives, insert the GRADE DISK in disk drive two and close 
the door. Type 2. If you have one disk drive, remove the PROGRAM DISK and 
insert the GRADE DISK. Type 1. 


The program lists the names of the students in the class, with a number at the 
left of each name. Decide which student’s records you want to work on. At the 
bottom of the screen, the following instructions display: 


ENTER STUDENT NUMBER, PRESS CRETURNI 

NUMBER __ 
When you type the number beside the name of one of the students, the 
following list appears (although the right column displays only the student’s 
name at first), Type in numbers and letters like those in the right column in 
response to the prompts: 


TYPE RESPONSE AND PRESS CRETURN]I 


Le STUDENT eee rrr eoeesseee se JACK 
Ze PROGRAMe cere esr eeeee -EFBPFAA 
3- SCORE s oor e ee eerererseee ee Stal 
4. TIME scree cern coerce ener eeesa 
Je TOTAL CORRECT. peer e reve reoeed 
Ge WRONG ee eee reer eevee rrersee ed 
7+ NOT DONE eee eee eee eee oreo veld 
8. RIGHT Ist TRY eee eer ever eved 


Figure 30 Entering grades manually 
When you finish, the question "DO YOU WANT TO MAKE ANY CHANGES?" 
appears at the bottom of the screen, If you do, type Y and press the RETURN 
key. Enter the line number to correct and press the RETURN key. Then enter 


correct information and press the RETURN key. If you don’t want to make any 
changes, type N and press the RETURN key, 


Entering grades automatically: 


If you chose to add grades automatically, you need the GRADE DISK and the 
STUDENT DISK from your most recent session of THREE R MATH SYSTEM. 
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First enter the date (just as you do for the manual mode), 


The program prompts you to insert the STUDENT DISK, and asks you to type 
the number of the disk drive you’re using, If you have two disk drives, insert 
it in disk drive two and close the door. Then type 2. If you have one disk drive, 
remove the PROGRAM DISK and insert the STUDENT DISK. Type 1. 


Next the prompt asks you to insert the GRADE DISK and type the number of 
the disk drive you’re using (as in Figure 29, above), If you have two disk 
drives, remove the PROGRAM DISK from disk drive one and insert the GRADE 
DISK. Type 1. If you have one disk drive, remove the STUDENT DISK and 
insert the GRADE DISK. Type 1. If you insert the wrong diskette, the program 
notifies you and you can start over. 


The screen displays a message that it’s working. When it finishes copying 
information from the STUDENT DISK to the GRADE DISK, it prints a class list 
of the students’ names. Next to each name is the number of entries the file 
contains for that student. If you’ve reached the maximum, you find that out at 
this time, 


Note. If your STUDENT DISK contains records for students who aren’t entered 
on the GRADE DISK, you can’t go on. The following message displays? 


The following records WERE NOT 
entered into the Grade Disk. 
The student’s mame or 
teacher’s mame DID NOT match 
your Grade Disk. 


FRESS ANY KEY TO CONTINUE 


When you follow the instructions to press a key, the following display reviews: 
the records that aren’t on the GRADE DISK: 


RECORDS NOT ADDED TO THE GRADE DISK 


REC, STUDENT TEACHER FROGRAM 
#1 (mame ) cmanme ) (password) 


PRESS ANY KEY TO CONTINUE 
Figure 31 Records mot on GRADE DISK 


The program offers you the choice to start the ADD RECORDS option again, 
return to the main menu, or end. Return to the main menu and select option 4 
(if you have a few names to change) or option 5 (if you have to create a whole 
new class list), 


Whether you entered this information automatically or manually, you have the same 
choices as soon as you finish? 


Start ADD RECORDS proeranm, 


1. 
2+- Return to MAIN MENU. 
3. End 
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If you choose 1, you start over to enter information. If you choose 2, you see the 
complete menu (Figure 28) on the screen. If you type 3, you see the following message: 


Prass CSTART] to end, 
Fress CESC] to return to menu. 


If you press the START key, you see the READY prompt on the screen, 


Option Z Printout grades 


This option allows you to print the accumulated records from your GRADE DISK. Type 
2 to begin. 


First, the title screen displays to confirm that you’re beginning the option to print out 
grades. Press the START key ta continue, 


Next, you see instructions to insert the GRADE DISK. As in Figure 29, the question 
of which disk drive you’re using displays. Type the number to answer, 


Next, decide which of the following you want! 


1. PRINTOUT ALL GRADES AUTOMATICALLY? 
2+ PRINTOUT ONE STUDENT’S GRADES? 


Type the number of your choice, If you select 2, to print out one student’s grades, the 
screen displays a list of the students with a number beside each name. 


The program asks how many of the files you want? 


1. ENTIRE FILE(S) 
2+e ONLY PROGRAMS FROM SET DATE 


Type the number of your choice. If you choose 2, programs from a specific date, you 
have to enter the date next. 


If you prefer the entire file, you must provide instructions for the printer, (IF you're 
printing information for your own records, you can have all the students’ records 
printed continuously on the same sheets, But if you’re preparing individual reports to 
distribute to students or send home to parents, you might want each student’s on a 
separate sheet of paper.) The choice appears as follows} 


1. CONTINUOUS 
2+ EACH STUDENT’S ON A SEPARATE SHEET 


Type the number of your choice, 
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Make sure your printer and interface module are on, your paper is lined up, and your 
printer is in the ONLINE mode. The following screen is the last choice you make 
before printing begins: 


TO ENTER OR CHANGE--TYPE NUMBER(S) 
WHICH DO YOU WANT PRINTED? 


1. ADDITION 

2e SUBTRACTION 

3e MULTIPLICATION 
4. DIVISION 


Ye A LL PROGRAMS 

PRESS CSPACE BARI] TO CONTINUE 

Fiqure 32 Type of records to print 
This allows you to focus on how students are doing with a specific skill, or (using no. 
3) in all math skills. Type a number to show your choice. When you're ready, press the 
SPACE BAR, and the printout begins immediately, 
‘The name of the student whose records are printing appears on the screen. If a 
student doesn’t have any records in his file, his name isn’t printed, If you chose to 
print the record of only one student, and there are no records for him on the diskette, 
the program displays the last screen of this option (below), 
Note, You must have at least three records in each student’s file to guarantee that his 
records are printed. But if you have fewer than three, it doesn’t mean that his 


records are lost, 


When it’s finished, you can choose to start option 2 over again, return to the menu, or 
end, 


Figure 33 shows a sample printout from option 2, 
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Figure 33 Sample printout from gradebook 
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Option 3 TV (Screen) SEARCH 


This option allows you to view the accumulated student records from your GRADE 
DISK on the TV screen. Type > to begin. 


First, the title screen displays to confirm that you’re beginning the option of a screen 
search. Press the START key to continue, 


Then you see instructions to insert the GRADE DISK, as in Figure 29, If you have one 
disk drive, remove the PROGRAM DISK and insert the GRADE DISK. Type 1 to 
indicate disk drive one. If you have two disk drives, insert the GRADE DISK in disk 
drive two. Type 2, 


Next choose how many students’ records to view. The display is as follows! 


DO YOU WANT TO 
1, VIEW ALL GRADES AUTOMATICALLY? 
2+ VIEW ONE STUDENT’S GRADES? 


Type the number of your choice. 


If you choose 2, to view one student’s grades, the screen displays a list of the 
students with a number beside each name. This list enables you to type a number for 
the student whose records you want to view. 


Next decide if you want to see the work done for all the time you’ve been keeping 
records, or just for a certain time. The following choice displays} 


DO YOU WANT 
1. ENTIRE FILE(S) 
ze ONLY PROGRAMS FROM SET DATE 


Type the number of your choice, You have to type the date if you choose 2, 


The last choice you make in this option is the type of problems you want to view. You 


may select one or more of the types in the following display, or a combination of them 
all; 


TO ENTER OR CHANGE--TYFPE NUMBER(S) 
WHICH DO YOU WANT TO VIEW? 
1. ADDITION 
2+ SUBTRACTION 
3+ MULTIPLICATION 
4. DIVISION 
we ALL PROGRAMS 


Figure 34 Select. type of problem 
Type 1 to select addition. The word “addition” appears in inverse letters. Suppose 


you change your mind} type 1 again and the word returns to the original type. When 
you've finally highlighted the one or ones you want, press the RETURN key, 
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The records begin to appear on the screen. They move continuously down the screen 
until you press the SPACE BAR to pause. When you want the movement to resume, 
press the START key. 
The following message displays only for a short time? 

Press CSFACE BARI] to stop. 


The screen looks like this example? 


ANN — SUBTRACTION EA 
DATE RIGHT WRONG TOTL. SCOR, TIME 
2/14 3¢€100%) 0¢0%) | a) 3400 1 


PRESS CSTARTI] TO CONTINUE 
Figure 35 Sample screen record display 


While the program is searching for the next student’s records, the previous student’s 
display remains on the screen. The background color changes. The name of the 
student whose records are being searched displays at the bottom of the screen. The 
search takes one or more seconds depending on how many records there are in the 
student’s file, 


If a student has fewer than three records in his file, his records won’t display on the 
screen, 


When the program has displayed all the records you requested, you have the choice to 
start this option over, return to the menu, or end. 


Option 4 Edit gradebook 


This option allows you to add or delete students’ names or print a class list on the 


First the title screen displays to confirm that you’re beginning the option to edit your 
gradebook. Press the START key to continue, 


First the program intructs you to insert the GRADE DISK, as in Figure 30. If you 
have two disk drives, insert the diskette in disk drive two and type 2. If you have one 
disk drive, remove the PROGRAM DISK and insert the GRADE DISK. Type 1. Then 
request a choice from the following by typing the appropriate number? 


DO YOU WANT TO 
1. ADD A NAME 
2+ DELETE A NAME 
3+ PRINT CLASS LIST 


If you’re qoing to delete} 


A class list displays with a number beside each student’s name. Type the number of 
the name you want to delete. After a few seconds, the class list redisplays (in 
alphabetical order) without that name. Press the RETURN key to continue. 


Note. If you have more than one name to delete, press the ESC key when the class list 
redisplays. This shortcut saves you time. 


First, a class list displays. Then the following instructions appear: 
NEW NAME 
AAAAAAAAAA 


PRESS CRETURNI] WHEN FINISHED 


Type the new name, up to 10 letters, spaces, and punctuation marks. Check your entry 
carefully, because you can’t change it after you’ve pressed the RETURN key, 


Don’t enter the same name twice} at this stage, the program accepts the duplicate, and 
you might be confused later. 


After a few seconds, the updated class list displays (in alphabetical order), 


If you have several names to add at once, press the ESC key when the class list 
redisplays. This shortcut saves you time. 


if you choose to print the class list’ 


Be sure your printer is on. Press the START key. The class list (plus the total 
number of records for each student) prints. 


When you’re finished, the following choices display? 


1. Start EDIT GRADEBOOK proearam 
ze Returm to MAIN MENU 
3 End 


Type the number of your choice. 


Option 5 Create new student list 


Before you get started, remember a few rules. Names on the GRADE DISK must be 
identical to those on the STUDENT DISK. If you typed "SUSAN" on the STUDENT 
DISK when you were using THREE R MATH SYSTEM, you can’t type "SUE" for the same 
person on the GRADE DISK. If you have two students with the same first name, it’s a 
good idea to use the first initial of their last names to distinguish them. ("TOM S." 
and "TOM 8.", for example), Teachers’ names must be identical, too. If you didn’t 
enter a teacher’s name on the STUDENT DISK, the program calls the teacher "YOUR 
TEACHER." You can’t type "MR, FINLEY" on the GRADE DISK for the same class. 
Make sure you type names in capital letters. 


The GRADE DISK holds records for as many as 5i students. There’s room for as many 
as 1,000 individual entries (such as scores, percentages, or times), A student may 
have up to 100 entries in his file. By dividing the number of students in your class 
into 1,000, you can tell approximately how many entries you can keep for each student. 
Tn a class of 25, each student could have about 40 entries in his file (1000/25=40), The 


entries, you can use the same GRADE DISK until it contains its maximum of 1,000 
entries. 


When you use this option, all the information on the diskette is deleted. Don’t use 


this option to add new students to a list you already have} use option 4 (Edit GRADE 
DISK) for this purpose, 


To begin option 5, type 5S. After a notice that the program is loading, the following 
screen displays: 


THREE R MATH 
GRADEBOOK 


CREATE A 
GRADE DISK 


Press CSTARTI] to continue. 
(ed1983 By Dan Rohr 


Fieure 36 Create GRADE DISK title screen 


Press the START key. Next, record the teacher’s name, up to 15 characters (letters, 
spaces, or punctuation marks), Press the RETURN key. Then you can begin listing 


your students, The program alphabetizes them for you. The following screen displays 
to help yout 


CREATE NEW GRADE DISK 
PRESS CRETURNI AFTER EACH NAME 
TYPE “’END’ WHEN FINISHED 


STUDENT’S NAME 


Figure 37 List students’ names 


After you type the last name, type END in response to the STUDENT? prompt. The 
screen displays your complete class list with a number beside each name. The program 
asks if you want to make any changes. If you do, type Y and press the RETURN key. 
The program prompts you to type the number of the name you want to change. Type a 
number that already has a name beside it and press the RETURN key. (If you forgot a 
name and want to add one, you have to select option 4, edit GRADE DISK, later.) 
Respond to the following prompt by typing the name you want! 


OLD NAMES (name) 


When you finish, the class list redisplays, with the correction. Again the program 


asks if you want to make any changes. When you’re finally satisfied with the list, 
type N, 


Next the program requests that you insert a new formatted diskette, and specify 
which disk drive you’re using. If you have one disk drive, remove the PROGRAM DISK 
and replace it with a blank DOS-II formatted diskette, which will become your GRADE 
DISK, Type 1. If you have two disk drives, you can insert the diskette in disk drive 
two and type Z, 


which disk drive you’re using. If you have one disk drive, remove the PROGRAM DISK 
and replace it with a blank DOS-II formatted diskette, which will become your GRADE 


DISK. Type 1. If you have two disk drives, you can insert the diskette in disk drive 
two and type 2, 


At this point you see the following caution! 


CAUTION! 
ALL OLD RECORDS ON 
THE GRADE DISK 
WILL BE ERASED! 


This is helpful if you’re using an old diskette to create a new GRADE DISK. If you 
don’t want to erase the material on this diskette, press the ESC key to stop and go to 
the menu. If this caution doesn’t apply to you, press the START key to continue, 


You have a short wait before you have the following three choices! 
1. Start CREATE NEW DISK program 


Z2-¢ Return to MAIN MENU 
3. End 


Type the number of your choice. If you choose 1, you start over to create a new 
GRADE DISK. If you choose 2, you see the complete menu (Figure 29) on the screen. 
If you type 3, you see the follawing message? 


Fress CSTART] to end. 
Press CESCI] to return to menu, 


If you press the START key, you see the READY prompt on the screen. 


Miscellaneous notes 


The THREE R MATH GRADEBOOK is designed so that people with minimal computer 
experience can use it with ease, Each question that displays on the screen is concise 
and understandable, and most responses require that you press only one key. 


If you make an incorrect response, the program politely informs you af the problem, 
and tells you how to correct it. If you make a response and decide to change it, you 
can always press the ESC key. This returns you to the previous display. For example, 


if you type a number to choose a menu option, and decide you want another, just press 
ESC to return to the previous menu. 


It’s a good idea to make backup copies of the GRADE DISK in case of loss or damage 
to the diskette. Follow the instructions in the DOS menu to copy a diskette, 


Several teachers can use the program at one time because the PROGRAM DISK doesn’t 
contain student data. Each teacher keeps his or her own GRADE DISKS, but everyone 
can share the PROGRAM DISK. Student aides, secretaries, or a specific teacher can 
be responsible for adding records from STUDENT DISKS to the GRADE DISKS, 


Parents appreciate frequent communications from their children’s school. This 
program generates reports that you can send home to let parents know how their 
children are progressing. Be sure to include an explanation of the appropriate codes 
from APPENDIX A, 


_ This program gives you the tools you need to individualize your students’ math drills 
and keep track of their progress. By letting the computer do the mundane record 
keeping, you have more time to give the students specific help. 


If you come up with interesting ideas or unique uses of THREE R MATH CLASSROOM 
KIT, please share them with me, 


4 


PART IV; 
APPENDIX A 


CODES 


cn 
cf 


1 —_—22 
Program 
Letters 


See 
Sassword 


Froblem 
Codes 


Password code key 


SES 


Se® 


No. of 


Problems 


P=—Z 
(Not Set) 


yh 


Speed Fer 


Problem 


A~Not Set 


1 Sec. 


A-Not Set 


BR=- 1 Min. 


& 
Min. ZA 
Correct 


H- 10% 
C- 20% 
D—- 3o0% 
E- 40% 
F- 50% 


G- 607% 


J—- 9O% 
K—- 100% 


L=Z 
(Not Set) 


> 
Teacher’*s 
Name 


AddItion code summary 


CODES DESCRIPTION 

Alesse enseeee Add two 1 digit numbers (numbers from 1-3) 
O2.cceeeeceeeAdd two 1 digit numbers (sums less than 10) | 
AS.cencenecenAdd two 1 digit numbers (all sums greater than 10) 
A4.seeeceeeee Add two 1 digit numbers (any sum) 

AS. scceeeeeeeAdd a 2oand 1 digit number (no regrouping) 
AGbenerceseeeeAdd a 2 and 1 digit number (all regrouping) 
A7eweeeeeeseeAdd a 2 and 1 digit number (mixed) 

Bi. e ee eeee ee Add two 2 digit numbers (na regrouping) 

BOs sdk ddcwa dd two 2 digit numbers cain regrouping) 

BS. .ecccceeee Ade two 1 or 2 digit numbers: (mixed) 
B4.eceeeeeeseAdd two 2 digit obere (mixed) 

Boe eee eee eee sAdd two 3 digit numbers (no regrouping) 


BO. ewe eee ee ee Add two 3 digit numbers (all regrouping) 


Bebe ws ean ae RG two 


(A 


digit numbers (mixed) 

Cle w ween eee ee Add twa 2 or 3 digit numbers (mined) 

Clie eewee ccd AGC three 1 digit numbers (mixed) 

CS. ceececceesAdd three 1.2, or = digit numbers (mixed) 
C4 ee eee eee ee AdM three 1 or 2 digit numbers (mixed) 


CBee eee eee ee eAdd three 2 or 3 digit numbers (mixed) 


of 


CODES 


DAlss4< 


Subtraction Code summary 


DESCRIFTION 


eeSubtract al digit froma 


.«eoubtract 
- subtract 
eeoubtract 
..Subtract 
e -oubtract 
eenubtract 


e Subtract 


ee oubtract. 


ee subtract 
ee-oubtract 
eeoubtract 
--oubtract 
»eoubtract 
-e-oubtract 
eeoubtract 
-e-oubtract 


e SOubtract 


a 1 digit from a 


a 1 digit from a 


7. 8, or 9 froma 


a 


a 


1 
” 
se 
iS 
on 


” 
vue 


9 
an 


bJ 


bo 


digit 
digit 
digit 
digit 
digit 
digit 
digit. 
digit 
digit 
digit 
digit 
digit 
digit 


digit 


fram 


from 


from 


fram 


fram 


from 


from 


from 


from 


from 


from 


from 


fram 


from 


I3 


a 


a 


au 


2 


bh 


hb 


digit 
digit 
digit 


2 


digit 
digit 
digit 
digit 
dai 
digit 
digit 
digit 
digit 
digit 
digit 
digit 
digit 


digit 


digit number 


number 
no. (no regrouping) 


number (regrouping. 


(mixed) 
number (mixed) 
no. (no regrouping) 


number (regrouping) 
number (mixed) 
na. (no 2 oun 
number (regrouping) 
number (mixed) 
no. (no regrouping) 
number (regrouping? 
number (mixed) 
number (regrouping) 
number (mixed) 
number (regrouping) 


number (mixed) 


Multiplication code summary 


CODES DESCRIF TION 

Gliweeeee-Multiplication Table es 
G2......eMultiplication Table ms 
Goee.eeeeeMultiplication Table 4 
G4...2...e-Multiplication Table ra] 
GS..2.22eMultiplication Table & 
G6...06.-Multiplication Table 7 

Hiwweeeee Multiplication Table 8 
Heeeene ee Multiplication Table 9 
H3.eeeee2eMultiplication Table 10 
H4..0002eMultiplication Table 11 
HS.eeeeeeMultiplication Table 12 

Tle wees e- Multiplication Tables 2s 3, or 4 

I2eeeeee eMultiplication Tables 4. 5, or 6 

Taeccee ee Multiplication Tables 6, 7, or 8 
14....2.2.-Multiplication Tables 7, 8. or 9 
IS..e+...-Multiplication Tables 7 —- 12 
T6..222ee-Multiplication Tables 2 -—- 12 
Jl..2ee--Multiply a 2 digit by a 1 digit number (2-5) 
Je2eeeeeeeMultiply a 2? digit by a 1 digit number (4-9) 
JSeeeeee Multiply a2 digit by al digit number (any) 
J4.eneeee-Multiply a 3 digit by a 1 digit number (2-5) 
JSenceeee Multiply a 3 digit by a 1 digit number (4-9) 
JGeeeneeeMultiply a & digit by a 1 digit number (any) 
Kleeeeee Multiply a 2 digit by a 2 digit number (10-19) 
K2eeeeeee-Multiply a 2 digit by a 2 digit number (any) 
KSeeeeceee Multiply a 3 digit by a 2 digit smumber (10,20 ..662) 
K4eeeceee-Multiply a = digit by a 2 digit number (11-19) 
Ke ceeee Multiply a * digit by a 2 digit number (any) 
Li.sweeeee-Multiply a3 digit by a 2 digit number (101-199) 
Leweeeee Multiply aS digit by a 3 digit number (any) 
LSeeeeeeeMultiply a ‘4 digit by a 2 digit number (11-19) 
L4...e2eeMultiply a 4 digit by a 2 digit number (any) 
Lo.eneeee Multiply a 4 digit by a 3 digit number (any) 


Division code summary 


CODE 


MM ligcae eee a 


Me ssc erent 
MSacvatucacerars 
FIN csarat aaaies 
MS. cn wcane 
a 
N41 6 eexcareoe*s 
ND e cieereess 
ee 
NA bee arciedae 
NS faeces 
Pistvecieed 
Poesaeeoe 
oe eee 
PAs eda 
Pauertinaese 
PG iz siasecorated 
Te cuales 
[a 
OP. ecueoan 
DS aie e.4raradig 
OAs esteba ee 
OS ess taeeres 
5) eee 
Rl aetavaeart 
RZ estes 
Ro ceciacnd 
BS seataaiedes 


od nice) te events 


PG ei -wiies we6: 4 


OBZ ow ewie wets 


DESCRIPTION 


MOOnNCU DS UN 


Ne & 


bJ 


f 
Oe OO fs 


rb 


kJ 


bh 


NONWOWOCANNONVOWRANR eH 
| 


i 
Or OY OG Ree 


11 - 15 
20 —- 40 
27 9 
11 - 


2O = 


1S 
vw 


5Q - 99 


Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 
Divided 


Divided 


Divided 
Divided 


60 


into 
into 
into 
into 
into 
into 
into 
into 
into 
into 
into 
into 
inta 
into 
into 
into 
inta 
into 
into 
into 
into 
into 
into 
into 
into 
into 
into 
into 
into 
into 
into 


SOnNOGOHbANH 
{ 


mS pt pee 


hoe : 
i 


1000 
1000 
10Q0Q 


SOO 
999 
999 
999 


9999 
9999 
9999 
9999 


a bD Dp at TT I Oo NN 


CODE FROBLEM SAMPLE 

A l ' Add two 1 digit numbers ' 1 vas 
: (Numbers from { to 5) H + 1 SS .. 
. - _ 

A 2 ' Add .two 1 digit numbers [ 1 9 
; (Sums less than 10) H + j + O 
' ‘ aetias aera 
H : 

A 3 ' Add two 1 digit numbers H ra 9 
' (All sums greater than 10) ! + & + 9 

A 4 ' Add two 1 digit numbers H 2 8 
H (Any sum) H = -s + & 
q i] ome enw cuss — ane ae 

. 

AS ' Add a 2 digit and 1 digit | 11 98 
; number (No regrouping) i ee | | + 1 
; H 

VV A LL VS SS <u cee seme same Ae ORS MTD een seenD MOUND comeD cares eames cows anes wommp So Teng Tu eB te eam Se or a in Se So ea eal aS 

A & ' Add a 2 digit and 1 digit H 11 99 
H number (All regrouping) H + 9 + 9 

A 7 4 Add a 2 digit and 1 digit | 23 47 
H number (Mixed) H eS + § 
' =——= Sa 


SE en pee ee Ta gp at Tg a a ea a a red ok he -- 


61 


Sum came came comme cole Scere mm comey rare comem comme corso we sours comme crane caamy sunme ~wnee samc som coum wate ciate cemve aunts came conte couro cutee samlm Coane sence ceeee sene® euoue cemee SnD Se GieeD Sem cunts SnD cents cau cumD <eDGD ous sinaD ute ceumD samy muse came ma sup eum coms cane aime anus ene ems exe =~ 


SS EST NS ND ENS AEN ANS ALS ES AN SS AS A SES TO SND SERED SD <END LOD com GRERD GunDG CEAy ceseS EMD SERED KNEE eUURD GUNES uate cents carne GOULD ceewe GENED GENE wuRD <uNID Wm SND SOFUD SONNE SOLED nD GEDGD GIDE GINO GOURD GUWED coven <o=ND cium eam comb aulmD qumne ame> emus eum unum enue <== 


SONS ET RD NE AS SAS SN AES NS SANS ANY CAE RD SD GOED EBS NLD Come OND NED GENE SOND SEND Comte rtm eenRe CinGe GEG? muneD une comm <oMD cae MaRy SONNY OND SERED SERED GOUED SONED GHEE GCE GONSD SINE GIED Gu GEES GIN GON cence cum ques comms cos une sows aus auuy cote “ume eis que o=-- 


ED CUNO GONE GUE GRAED EHUD COUP GED CURED CUED cobED GUESS eoEtE CUEED GEUES HEUER Gree axewe cases emene ammtD epeme caED ebest compe weees care VF LS LS NS NS NS TS SN ANS SEND SD ED SOND CRE UENSS EEUD GEES SPEED CUEED GUND CONED GND GUEDS CONE GEESD GOUED GOURD GHEE GEVWD OEUD GAEED chee? GDS eeu ean tam ames o- 


a DD Pp - TT 
PROBLEM 
Add two 2 digit numbers 


(No regrouping) 


Add .two 2 digit numbers 
(All regrouping) 


Add two 1 or 2 digit 
numbers (Mixed) 


Add two 2 digit numbers 
(Mixed) 


Add two 3 digit numbers 
(No regrouping) 


~Add two 3 digit numbers 


(All regrouping) 


Add two 3 digit numbers 
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SAMPLE 


a er ns 


a DbD YD IT TF XT OO MN 


CODE ! PROBLEM ‘ SAMPLE 
Cl ' Add two 2 or 3 digit H 111 888 
‘ numbers (Mixed) H + 11 76S: 
C2 | Add.three 1 digit numbers | 2 9 
| ; (Mixed) : ! \ 1 9 
H H + 3 + 9 
C.3 : Add three 1.2.0r 3 digit ' 15 6599 
; nmumbers (Mixed) H ms 497 
' { +211 +578 
C 4 H Add three 1 or 2 digit ' 2 | 98 
H numbers (Mixed) { 13 84 
H ' + | + 99 
CS $ Add three 2 or S digit 11. 98 
{i numbers (Mixed) H 11  ~=6r 2201 
; | + il +9869 


Ss uU Be TF§$t re A CC TF TF OO MN 


CODE FROBLEM SAMPLE 

D 1 { Subtract a 1 digit number | 2 9 
i froma i digit number ; - i - 3 | 
H H eee se = 

D2 H Subtract al digit number H 11 99 
: froma 2 digit number : = 1 - 6 
H (No regrouping) ' == -—— 

D3 > Subtract a il digit number | 15 98 
' froma 2 digit number yO - & = 9 
: (Regrouping) . -—— _——= 

D 4 H Subtract 7, 8, or 9 from ' 17 98 
' a 2 digit number H = 7 = 9 
} (Mixed) : | === mam 

DS $ Subtract a1 digit number ! 11 98 
H from a 2 digit nteumber ' - 1 - 9 
H (Mixed) : -——— ——— 
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Ss uu Fk T$ RFK A Co TF FTF OO MN 


CODE PROBLEM | SAMPLE 

E 1 $ SGubtract a 2 digit number | 11 99 
+ from a 2 digit number ' - 10 ~ Zk 
4 INO regrouping) | ' aes ——< 
: H 

E 2 : Subtract a 2 digit number | rm | 88 
i from a 2 digit number i - 19 - 39 
H (Regrouping) : -—— -——— 
t ¢ 

eos ; Subtract a 2 digit number |} 15 82 
$ 3 6from a 2 digit number Po = 12 Pie = i 
H (Mixed) H we -_—— 
H ‘ | 

E 4 ; Subtract a 2 digit number } 132 958 
f froma 3S digit number H = 4d - 46 
H (No regrouping) ' -——— -—— 

ES : Subtract a 2 digit number | 121 998 
; froma 3S digit number ; = LZ - 79 
H (Regrouping) { ‘m= ——— 
! H 

E & > Subtract a 2 digit number H 211 899 
{ 3 6from a 3 digit number } - 19 . - 69 
; (Mixed) H ——— aoe 


. 
a ae a ae CED GE a GED GED come eee aes ED CED Ee Os GE ame ame amet ee om OED awe ED erm com ee CED 08 ce CEN ae em ow G8) Ce GE ©@e ae eee ere ee ew ee a> Ge Oe ee ee oe eee ee C8 ee em comm oom 28 8 ee ee ee ee 


Ss U BEF TR A CO FT fT oOo MN 


CODE FROBLEM SAMPLE 


sea is see ec aa he eee ae ek ae a ee ee ee ee ete 


i Subtract a 3 digit number |; | 

$ froma s digit number ' - 100 - 645 
: (No regrouping) H 

: 1 


F 2 ' Subtract a 3 digit number | 2ai 988 
t from a 3 digit number : - 119 - 699 
} (Regrouping) i a <== 
‘ : * t 

FS ' Subtract a 3 digit number | 315 882 
' from a 3 digit number H - 112 = 659 . 
H (Mixed) H -———=— ee 
a i] 

F 4 ' Subtract a 3 digit number H 1132 8938 
t froma 4 digit number : - 109 - 967 
H (Regrouping) | $ mem ememmem em mmermennene 
H H 

FS ' Subtract a 3 digit number H 2iei 7998 
H from a 4 digit number ' ~- 111 - 6/79 
H (Mixed) H mwewemn—— 00 
H 

F & ' . Subtract a 4 digit number | S211 5897 
+ rama 4 digit number “1219 -1998 
' (Regrouping) {  -— .remee -———— 
¥ ‘ 
4 § 

F 7 Subtract a 4 digit number 1123 9867 


(Mixed) 


; 
: from a 4 digit number 1010 =OTer 


eure que GUE) CONES UNIO GETS IMD SOGED SUED COEDS COEDS CAPSU SEEDS SEND COUED CORED SEELU SONS GEO StbeL GOP conus mone eouus Comme cuUES OCS cea eens covet qrace punts seas cence Gann couse OUND SUID GUD GOD OND MES GUID HERE SONUD GOUGD SEND GnOED cOURD —IDUD <OEUO =OUEY <uNNID <ENED NED GENER conn ESED OWE EER GARE Guia HIN “OES 


bé 


MUL Tree CATION 


CODE PROBLEM SAMPLE 

G 1 f~ 2?s multiplication table 1 12 
H ; x 2 x 2 
8 0 =—_ an a ws a an 

G2 H o*s multiplication table !} 1 12 
H 3 H x 3 x 3 
: i -—— -——— 
H i 

G 3 ; 4’s multiplication table } 1 12 
H H x 4 x 4 
! ! _ _ 

G 4 ; %’s multiplication table | 1 12 
; H x 3 x S 
H 1 -—— -—— 
H ' 

G5 ; 6*s multiplication table } 1 12 
H : ; & x 

G & : 7’?s multiplication table 1 12 
H ' x 7 x 7 


. &7 


MULT ITeLIrCATION 


CODE PROBLEM | SAMPLE 

H 1 ( 8°s multiplication table 1 i2 
H H x 8 x 8 

H 2 H 9’ 2 multiplication table $} 1 12 
H ' x 9 x 9 

H 3 H 1O*s multiplication table $3 10 12 
; | H x I x10 

H 4 } 11i*’s multiplication table |! 11 12 
H ; x 1 x11 

HS ; 12’ s multiplication table 12 12 
: e 4 x12 
: : -——— === 
Hi H 


re ee eee nee art ays ear ee en oe tne ot ns Sem Se ei tee ed aoc Se i Sram it a can te ia a 
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MULTIPLICATION 


CODE PROBLEM | | SAMPLE 


I 1 : 2’s, S's, or 4°55 ' i 12 
i multiplication tables ; x 2 x 4. 
: H == -——— 
H H 

I 2 ; 4*a, 3’s, or 6’*s H 1 12 
1 multiplication tables H x 4 x 6 
H —= -——— 
H H 

IS ! 67S, 7?S,. or 8's 1 12 
H multiplication tables PO x & x 8 

I 4 H 7*s, 88'S. or 9’5s H 1 12 
H multiplication tables H ; 7 x 9 
H ' 

I Ss } 77s through 12’*s ' 1. 12 
i multiplication tables H x 7 x12 
: } ——- ——— 
: 

I 6 1 2*s through 12’s . 1 2 
multiplication tables x 2 x12 


&9 


MILT EPL iIcAtTrIrIOor 


CODE PROBLEM SAMPLE 

J 1 ' Multiply a 2? digit number | 11 99 
' by a l digit number (2 - a>} .‘ 2 aa) 
: ‘ 

J 2  $ Multiply a 2 digit number : 11 99 
} by a 1 digit number (4 - 9) 3 x 4 x 9 

J 3 ' Multiply a 2 digit number | il 99 
' By a i digit number (Any) po x 2 x 9 

J 4 i Multiply a 3 digit number $$}! 123 989 
' by al digit number (2-3) 4 . 2 x §& 

JS ' Multiply a 3 digit number H 101 789 
' By al digit number (4 =—- 9)} x 4 x 
} H 

J & : Multiply a 3 digit number lil 898 
: by a 1 digit number (Any) 3 x 2 ; &@9 


BE GEO D OR  P  BS  Ely t e ; 
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MULTILELICATION 


PROBLEM 


Multiply a 2 digit number 
by a 2 digit number 
(10 —- 19) 


Multiply a 2 digit number 
by a 2 digit number 
(Any) 


SAMPLE 


exe ene cep a ee Gm =D od 


patent tidewater ea Se ere 


Multiply a 3 digit number 
by a 2 digit number 


Multiply a 3S digit number 
by a 2 digit number 
(11 - 19) 


Loh ieee ues ee ene eee eRe eae ee 


St pitti see Re SSS eee 


Multiply a 3 digit number 
by a 2 digit number 
(Any) 
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RBPIUILT Frew CAT LON 


CODE PROBLEM | SAMPLE 

L ol i Multiply a 3S digit number /} 111 999 
i: by a 3B digit number H x 101 x 199 
; (101 —- 199) po oe me -——— 

Ls. 2 © Multauply a 3 digit number : 123 898 
i by a 3 digit number { x 111 x999 
H (Any) PR eae ame -——— 

i 3S > Multiply a 4 digit number ; Z12 9898 
> by a 2 digit number : x 11 x 19 
H (11 —- 19) $m et 

LL 4 : Multiply a 4 digit number H 1123 8989 
» by a 2 digit number ' x 411i x 99 
: (ANY) Pee vee em ae 
: H 

LS > Multiply a 4 digit number H 1010 | 7889 
H by a 3S digit number 1 x 110 x 699 
H (Any) bmn a 
H ' 


Dp a’ / af => tf oO mm 


CODE PROBLEM | SAMPLE 

/ M1 , 2’?s division table 3 2/2. 2 al 
M2 f Steaivision tale 3 ES 
ke i tnene 8 6(lUlklllClC 
MA f Stedivision table 1 SES 
MS tbe division tale tl ae ae 
(met adivision tablet 7 a 
Out 1 @tadivision tte 1 8 BE 
a ttedeaec  6ULtCCCOC 

! 

ONS 1 tore division table | 10 AB” 40 BT 
CNA 1 ue division tebe fa AT an 


CD CREED CED GUUES COORD CREED GENE GREED GHEED Grams coeme CEEte CHP ED GERD EOEED GPERS CUED DOES COTES SCRE ERD SEDET ED COME eOUpE eeene Cece. cence SEEDS QPTED GURED GENER cOene wae ccece CORED GEES GREED GADED GONE CURED GESCD GPGED GREED SEDO CUUTD GEEED GEES are> GUERD CREED GOUED GEETD GRED GUURD GOD GEEEP GUUS CONES cnEe CORED ED quEED «em ~~. 
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p Iv FI SS TF OO MN 


CODE PROBLEM SAMPLE 

opto 2 divided into 8-48 ; 2/8 4/48. 
Pe tt weleteion «§ «48 ae 
Sh 1 dt ee | lk 
(Pa | 942 divided into Leas: a a ae 
PS 1 29 divided intosics ; 0 2 9 Oe 
th t weakened 6 6 a 
(Py : zapaivided into iss : 2 /e 12 Ra _— 
a: 4 eee Cl 
‘4é 4 inane § CAE 
“BS 1 GF divided inte 100-800 1 8 18 
ga 1 9-12 divided into 100-500 1 9 TSS” an AGE 

| 

es ie mene + Be Ce 
tks tte si 4 ae 


SD NES OED CRED CUED COE SND SED EES NED CREED CSTD SNEED MEETD UD CURIS CREED CEES CUEDE CURES GEDGD coene GimEE enews Sotes SeeED oc<5e GENT GEPES GOUEO GETNY comme samc t+00e ene EOGmU CERCD GEER GUEE? GON) GEEER GOED GORE GHESD GEEDD OSUED CARED CURED GKERD ERED CODED CORED CATED OCRED GHUUD CORED RUNS GEER: GOERS COUSD GRID GUD GED ome ~- 
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Dp Fv FI SF FT OO MN 


CODE PROBLEM SAMPLE 
“as ¥ 2-9 divided into 100-999 |} 2/100, 9 £999 
; 

RZ | AttS divided inte 1000999 1 11 ATS 18 50 
<e hbaiminn Tee ae 
41s ieee. CA 4a 
ORS 1 lis divided inte ; iood-a989 1 44 EOS". 4s RS 
‘t+ thei ee 
Gel) wiciis aicedacs dua cameos a un | ck ce _ 


CR SRY NS NY ANS NY AS AREY SUNY SORES ENED GED CINE GOURD comme —enee conte Cure “ED SUED SOLED SOND CURA SLED Fenn vaten sent SOOT WOES <IELS Oran GOOMY SOMME SCEED Sut tutte SOCED GLGGD GENES Sout SOtED OmIDS GOULD “EESS GOED ORGGD GINED SIUD GILED GOED SGIAD OLIUD QUID “OUAD GND GOED aD som Cu GiM=D cud emat auey quen «=~ 
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Appendix B 
Sample forms 


7& 


THREE R MATH SYSTEM-A: STUDENT PASSWORD FORM 


itt Peete.eLe Lett SSS SS SSS SSSSSSOSSSSSSSSSTCCSSSCCCCS CLT ST ST Te 
Sit RE ttt Le ce ce 2S 22222255 25S SS SSSSessescecsecrccrrrrecrrrrerteT ss" 


KXKXX XX XXX KX XXX xXx KXKX EXKKX 
XXKKX xXx xXx Kx xX XX XX KXX XXX 
KXXKX * XX XX KxXxX XXX XXX KK KXKKKX 
RXKXKX KX xX KK X x KX KXX XX Xx KKKKX 


KREKKK DL XKKEK 2D ORKKKK DS KKKKK 4 OKKKKK 5S KKKKK GS KKKKE 7 KXXKKK 
PECL S LL SSE LS SESS SSS SES TOSS SSS CSSOSSSSSSCSSCCT CSCC CST OCC CTS SS 


PROGRAM PROGRAM PROBLEMS SPEED TIME GOAL TEACHER 
START: =| ee ee PROBLEMS: SPEEDs.... .... 
ON a a a ae GRADE: 
TEACHER: ROOM: 


COMMENTS: 


Start... Stop__ Time__ Right__... Wroma_ Score__. 
8 4 4 z 7 4 
+ 7 + 7 + b + 9 + 4 + 9 
4 8 3 z 4 & 
+ 7 + ra) + 9 + 9 + 9 + 8 
z 7 é ra 3 & 
+ 9 + 4 + 9 + & + 9 + 8 
4 4 3 3 z 3 
+ 8 + 9 + 8 + 9 + 9 + 9 
5 4 4 é & 4 
~ 3 + 9 + 9 + 9 + 9 + 7 
& 4 8 8 & 7 
+ 7 + 9 + 9 + 9 + & + 4 


Start 
8 
+ 7 
4 
+ 7 
Zz 
+ 9 
4 
+ 8 
ra 
+ 8 
& 
+ 7 


9 
+ é 
3 
2 9 
=) 
+ ? 
3 
+ 8 
4 
+ 8 
8 
+ g 


Right 
2 
+ 4 
Li 
z 
+ 9 
11 
a) 
+ é 
11 
3 
+ 9 
42 
ra) 
+ > 
15 
8 
+ 9 
17 


7 
+ 4 
4 
+ 9 
3 
+ 9 
Z 
+ 9 
é 
+ 9 
6 
+ a) 


ACO KIO OOK OOOKOIOKK FROGRAMTAS #.  _ PSPS POP OSE SESE ESCSOS ESS SE O% 


KX ANSWER ANSWER. ANSWER ANSWER ANSWER x 
x KEY KEY KEY KEY KEY xX 
ARCO COO OOICIOK CIO OK COR IO IO OOIIGIOR OOIOK OR OKO OKO IOK OK 
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PROGRAM 
EXCHANGE 


P.O. Box 3705 
Senta Clara, CA 95055 


Review Form 


We're interested in your experiences with APX programs instructions are meeting your needs. You are our best 
and documentation. both favorable and unfavorabie. source for suggesting improvements! Please help us by 
Many of our authors are eager to improve their programs taking a moment to fill in this review sheet. Fold the sheet 
if they know what you want. And. of course. we want to in thirds and seal it so that the address on the bottom of 


know about any bugs that slipped by us, so that the the back becomes the envelope front. Thank you for 
author can fix them. We also want to know whether our helping us! 


1. Name and APX number of program. 
Nar 
Ne Ee eee 
2. If you have problems using the program, please describe them here. 
ane ea Sr ne eee eR ON ee 
ee ee a a eee a ee ce 
mmc nner 
3. What do you especially like about this program? 
nn re ee ee EN a a a ee Oe ee ee 
Se Pec eae SE a ne ee 
Sn NE aE Ee a a Pe aI An a 
4. What do you think the program's weaknesses are? 
ee ae Ne A Ae eee 
ih 
oe ee ae ee ee 


5. How can the catalog description be more accurate or comprehensive? 


6. Onascale of 1 to 10. 1 being “poor” and 10 being “excellent”. please rate the following aspects of this program: 


Easy to use 

User-oriented (e.g., menus. prompts. clear language) 
Enjoyable 

Self-instructive 

Useful (non-game programs) 

Imaginative graphics and sound 


7. Describe any technical errors you found in the user instructions (please give page numbers). 
sh hers veers ecernre ene tne 
a Ld ee a eS ea ree ee eee = 
Fa NP nC Ee ee 

8. What did you especially like about the user instructions? 
erent SS Ga , 
Ss lessen fs ssn nsnasnwasetpeseeeeeceneuneruenrennmen 
ee a 


9. What revisions or additions would improve these instructions? 
ec a 
cpa a 
saaee ese er ee ee Ee a TE I PS I TEN I TESTE TSE a EI I I I I OSE IST EE SE PG ST TTS A a SURES 


10. On a scale of 1 to 10, 1 representing “poor” and 10 representing “excellent”, how wouid you rate the user 
instructions and why? 


een eee ea a ET ST EE eT Ta OT DITO Ta SSI SI I AN TES PY I I TR TE I RT Ay 
SSS SSS SS sss ss ss SEU is essssusesesssssnapensnepasannsnenseersem> 


11. Other comments about the program or user instructions: 


Prom 


ATARI Program Exchange 
P.O. Box 3705 
Santa Clara. CA 95055 


~= 


‘seal here} 


